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ih WLESEATED WITH TEE ULE - MAY TEN 
| TWO EXCLUSIVE PLAYABLE DEMOS! 


FIRE and ICE — 
Guide Renegade's canine cutesy “Sar «3 
through this complete level! 


THE HUMANS 
Enjoy prehistoric pranks with 
Mirage's Lamumings beater! 


PLUS 3 COMPLETE GAMES! 


* 1Mb only. 
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| EXCLUSIVE a 
BULLFROG INTERACTIVE | JONES 4 


| WORK IN PROGRESS Y ving Blockbuster a 


| Take an amazing voyage around =" % i rs Nee Mi 


j | Bullfrog's offices! SEE their latest , nN hy 
programming geozers! LEARN the Sie pe | ” 5 
horrible truth about Pete's pants! 


SNOOKER & GOLF —— 


View this latest batch of incredible 
pots ‘n’ putts, 


* EMMY SHITE OS WHIRL WOM feCOM ER 
| MECEOPROGE GOLF ADQUIRES 


BEAMISH, SHADOWLANDS and many, many more! 


|| | iT } 16-PAGE TIPS PULLOUT - HEIMDALL, ROBOCOP 3, WILLY 
PLUS:Exclusive Interview with the Amiga's top programmers! | 
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Two disks full of hot demos, 
exclusive interactive thingies 
and top notch public domain! 
Don't waste time reading this. 
Get going! 





Last month we asked what 
would happen if the seven 
top programming talents in 
Britain were assembled in one 
place with a lot of beer. And 
this month we've got the 
answer, 


Krisalis reveal their progress 
on an SAS role player, 
Millennium hope for a Pond 
hat-trick with Aquabatics and 
new boys Mirage do a game 
that's a bit like Lemmings. 
Who said originality was 
dead? 


some Amiga gamers have lost 
before they even load the 
disk. Why? "Cos their equip 


ment stinks. Use our guide 






Dispeling the myths! 
Championing the underdogs! 
Thirty-two pages of our nar- 
row-minded little opinions on 
the month's top titles. Can 
you stand it? 


Our all-new 16-page tips pull- 
out kicks off in dazzling style 
with vital information on 
Heimdall, Willy Beamish, 
Robocop 3, Shadowlands, 
Alien Breed and many more! 





You've read the news story! 
You've worn the badge - now, 
drive the car! Core’s forth- 
coming Jaguar XJ220 game is 
whipping up a fair storm of 
interest, and the good old 
boys from Derby have sorted 
us with this right smart 
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lh ht tle 2 motion “i. 


[SS 





Hey! Money's short, the 
squeeze is on and belts are 
tightened. So what better 
way to beat those empty 
pocket blues than a perusal of 
the racks of budget and com- 
pilation software. The best 
(and worst) of the month. 


Hooray! You thought you'd 
never see the day, but now, 
after month's waiting, your 
chance is finally here to win a 
fantastic Wrestlefest Coin-Op 
warth millions and millions of 
pounds (well, almost). 


It may be no substitute for 
free love, but free software is 
still a Most Excellent Thing. 
Check out this month's finest. 


It's a sad day for publishing. 
The Editor has lost all grip on 
reality and needs someone to 
tell him what's what. 


Ark! A more hideous and 
fearsome posse of fiends has 
never before been assembled 
in one place. Approach with 
caution and take our invalu 
able quide with you 





You've had your news, your 
views, your how-do-you-dos, 
so what comes next? 
Previews! 


Ooyah! What was that? That 
was a concentrated dose of 
games data, that was. Ready 
for another..? 


Speaks for itself, don’t you 
think? 

















WHAT'S ALL THIS?! 


You may very well ask. No matter whether this is the first copy of The One that you've 
ever read or you're an old hand, you'll probably have a lot of questions that need 
answering before you will be completely happy in - what we hope will be - your new 
home. 


So let's get on with it. By the time you've finished the page, you should know exactly what 
| we're doing and why we're doing it. If there's anything else you need to know, either drop us a 
line or give us a call. 


a. Why aren't you called The One for Amiga Games any more? 


A. Because now only one magazine called The One will be on the shelves. The One for ST 
Games has now been incorporated into ST Action, so there's no need to differentiate 
between the two. 


Q. So now The One only covers Amiga games? 
A. Yup. 100% Amiga games. 
Q. What's all this Incorporating ACE business on the cover? 


A. The One is now produced by the team that brought you ACE Magazine. And we're bring 
ing some of the ideas that worked well on ACE with us. In particular, detailed tips and our 
rigorous reviewing style. So at this point, we'd like to say a hearty “Welcome” to all the 
ACE readers who are trying The One for the first time. 


_Q@. What are you changing? 
A. The reviews may look completely different, but the basic formula stays the same. We try 
| to give you the best impression of what a game is like with an introduction, a conclusion 


and a series of carefully captioned pictures. Our scores will also be fair and, we suspect, 
more in line with your thinking than most other mags. 


We know how important tips are, so each issue will contain a 16 page tips pullout, complete 
with a Q&A section. 


We're also doing away with the Profiles section and replacing it with special interviews like this 
month's Magnificent Seven. They're simply more interesting. 


And we're also including a big list of games at the back of the mag to make any software pur- 
chase decision just a bit easier. 


Q. tused to really trust The One for Amiga's opinions, but they seemed to rate the games 
they reviewed a little highly. 


A. Yes. And it's a problem that we're addressing immediately. From now on, we're printing a 
breakdown of all the scores and what we mean when we give them on the Reviews Intro 
page (Page 41 in fact). So don't be surprised if games seem to be getting tougher scores. 
It's all perfectly fair and explained here. 


We'd like to especially welcome ACE readers to the new mag. Since 
it's being put together by the team of ACE, you'll no doubt see 
traces of ACE in The One. With any luck, these will be only the best 
ideas and styles that we manage to bring to the new magazine. 
Unfortunately, the 6-page reviews won't be appearing - there are 
simply too many games to cover! But we still believe that we can 
deliver reviews of a quality and accuracy that no other magazine 
can. And more besides! 





So that's enough trumpet-blowing. Let's get on with it! 





WZ 
mein python a 


itlitemes) | 2 





all on 

amiga (£9.99) 

atari st (£9.99) 

PC (£9.99) 

commy cass (£3.99) 
speccy cass (£3.99) 
ammy cass (£3.99) 
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COVERDIS K 


My word! Not one but TWO deliciously-tasty coverdisks this month! 


While most magazines would be quite content to present you with 
our Disk A (boasting, as it does, EXCLUSIVE fully-playable demos of 
Fire & Ice and The Humans plus a terrific trio of PD games), we at 


The One believe in giving you more. Much more. You'll see what we 


mean when you load Disk B and discover our revolutionary new 


* disk concept - Interactive Work In Progresses! You won't believe 


your eyes! 


DISK A 


PLESEDTHO NITE TEEGUE: BLT Lag? 
WO EXCLUSIVE PLAYABLE Deo) 
FIRE and ICE 
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FIRE & ICE 
(Renegade/Graftgold) 


Can you believe it? Andrew 
Braybrook's done it yet again! Not 
content with writing some of the 
best games ever to grace the C64 
(the Amiga’s 8-bit grandad) and the 
supremely-excellent Paradroid 90, 
he's now come up with Fire and Ice, 
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a game that topples Rainbow Islands 
- another Braybrook product, don't 
ya just know it - from its lofty posi- 
tion as the best Amiga game ever (© 
Amiga Power ad nauseum). 

Well that's what | think, anyway 
Why not find out for yourself by 
playing this EACL USIVE complete 
evel frou the game? Set in Bonnie 
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nose and the bushy tail) have to 
scoot around searching for the six 
parts of a magic key. Each key part 
is held by one of the meanies and 
the only way you can get at them is 
by freezing each baddy with a cou- 
ple of ice balls and then running into 
them to smash them. Once you've 
got all six parts you must make good 
your escape through the giant door 


which lies beyond the moat full of 


crocodiles 
On your travels try and pick up a 

the items for mucho bonus points 

snoot likely spots to reveal higgen 


icé blocks containing power-up icons 
and plunder oak chests for big 
rewards. In particular keep an eye 
out for a little puppy - if you find 
him he'll follow you around and 
help you. Clever-clogs types can try 
and get the puppy to go through 
the exit door for a massive reward, 
Have fun! 


Run, jump, crouch and fire using 
the joystick. Hold down FIRE to 
use a special weapon (assuming 
you picked up a power-up icon). 
Crouch and hold down FIRE to 
release an snow bomb (if you've 
got one). It’s as simple and as 
fun as that! 





THE HUMANS 
(Mirage) 


Yabba-dabba-doo! Yes, here it is - 


your chance to sample the 
Neanderthal nonsense that is The 
Humans, coming soon from new 
boys Mirage. This is just a small 
taster of the forty-plus levels that 
will make up the final game. Each 
level takes the form of a quest to dis- 
cover an item to help the Humans 
progress, such as fire, a wheel or a 
spear. These then crop up in the 
later levels and can be used to solve 
the new and harder problems. 

The aim of this demo level is sim- 
ple: use your gang of eight kooky 
kavemen to get to the top-right of 
the level where a copy of The One, 
that essential evolutionary booster, 
awaits, One caveman alone can’t do 
it - you've got to coordinate your 
geezers as a team, building Human 
pyramids to get them up to precari- 
ous ledges, lowering ropes to let the 
others up, and so on. It's a bit like 
those Army assault courses, where 
four edn nuts have to get across a 

vide river using three twigs, a 
ece of chewing gum and a short 
ength of twine 


oO tw 


All control is with the joystick. 
Some directions have different 
results in different situations, as 
follows: 
- Go right. 
- Go left. 
- Climb up a rope. 
- Climb up a ladder. 
- Climb up Humans’ 
pyramid. 
- Get onto a rock 
wheel, 
- Form the base of a 
new Humans'pyramid. 
- Climb down a 
ladder. 
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- Climb down a rope. 

- Climb down a 
Humans’ pyramid. 

- Get off a rock 
wheel. 

- If the Human is on a 
rock wheel then 
this will make him 
jump. 

FIRE & DOWN 

- If the Human is 
perched at the edge 
of a platform then 
this makes him 
drop a rope down. 

FIRE & UP - Pulls the rope back 

up again. 

- If the Human is car 
rying a spear, then 
this makes him 
enter ‘Throw’ mode: 

- Pull DOWN to carry 
on walking. 

- Pull LEFT and RIGHT 
to change the 
throwing angle. 

- Hit FIRE to throw 
the spear. 

SPACE bar - Makes a Human 


FIRE 





pick up a spear if 
near one or drop it 
if he’s holding one. 
LEFT & RIGHT arrows keys 
- Cycles through the 
eight available 


Humans. 
Fl - FS - Selects a Human. 
P - Pause the game. 


YELP! 


Remember Amidar? It was a coin-op 
from the ‘Good Old Days’. Ah yes, 
the ‘Good Old Days’, when every- 
body knew everybody else in the 
street, you could leave your front 
door open anytime of the day or 
night, bobbies weren't afraid to give 
you a good clip round the ear and 
you could go out for a three-course 
meal, see a film and hire a masseuse 
and still get change from tuppence. 

Anyway, it's sort of like a com- 
puterised version of that old pen- 
and-paper game Boxes. You control 
a little brush shuffling around a 
maze-like grid. The aim is to paint 
the grid lines. When you encircle a 


COVERDIS K 


eve 
aa 


= 





box it gets filled and if you fill them 
all then you move on to the next 
level. 

Easy, right? Ah, but don't forget 
about the aliens who also live on the 
grid. Bump into these and they'll 
drink your paint. Lose all your paint 
and the game ends. Boo! Power-ups 
randomly appear and these have 
various magical effects, some good 
and some bad 


INSTRUCTIONS 
Use the joystick to flick between 
the pre-game options and hit fire 
to select. Guide the little brush 
around the grid using the joy- 
stick. And that's it! 





MICROBES 
(iMib ONLY) 


Now this is a real find. Microbes is a 


fantastic blaster in the classic 
Williams (of Defender, Robotron 
2084, Smash T.V. fame) tradition. 

it’s all set in a circular arena con- 
taining slowly-expanding alien fun- 
gus. You control a spaceship that 
whizzes around the edge of the 
arena and it’s your job to blast the 
growth and keep it at bay. If it, or 
the aliens which sometimes hatch 
out from it, touch the edge of the 
arena then you lose precious energy. 
How long can you survive? 


INSTRUCTIONS 
The controls are simple. Push the 
joystick left and right to rotate 





the ship around the arena’s rim, 
hold down FIRE to blast and pull 
back to unleash an alien-killing 
smart bomb (you only have two 
so use them wisely!). 


ASTEROIDS 

This is a superb pixel-for-pixel clone 
of, you guessed it, Asteroids. You 
know the drill, | suspect: zip around 
in your nifty little spaceship, smash- 
ing the boulders into smaller and 
smaller chunks until the screen is 
clear. But as any fan of the coin-op 
knows, it may sound easy but it is, in 
fact; rock ‘ard! 


INSTRUCTIONS 

Hit either ‘1' or '2' number keys 
to select the number of players 
(in two-player mode the players 
take turns to zap). Rotate the the 
ship clockwise and anti-clock- 
wise by pushing the joystick 
right and left, fire by hitting... 
um... FIRE, push forward to 
thrust and pull back to warp into 
Hyperspace. For those who like 
tickling the ivories, there is a 
keyboard option: hit HELP to find 
out more. And for a special sur- 
prise and extra authenticity, try 
hitting ‘A’ during the game... 


THANKS! 


® Microbes and Asteroids 













are both Shareware games 







and were obtained from 17 | 






Bit Software, 1st Floor 






Offices, 2/8 Market Street, | 


Wakefield, West Yorkshire 






WF1 1DG. Tel: (0924) 366982. 






© Yelp! is a PD game and 






was obtained from Crazy 






Joe's, 145 Effingham Street, 






Rotherham, South Yorkshire | 


S65 1BL. 
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BULLFROG’S 
INTERACTIVE 
WORK IN 
PROGRESS 


They said it couldn't be done. Or was 
it “shouldn’t"? Well, either way, 
prepare yourself for a disk experi 
ence completely unlike any other 
you've ever had before. 

It's a dream of many to meet the 
Bullfrog team, These programming 
giants have been responsible for hit 
after wonderful hit. Remember 
Populous and its superb sequel? 
What about Powermonger? And 
who could forget Flood? Or... er 
Fusion? 

Trouble is, getting nside 
Bullfrog'’s office is about as easy as 


n Their 


watching ITV's Stars 
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COVERDISKS 


without cringing. Guards with rabid 
Pitbull terriers patrol the electrified 
fences surrounding the concrete- 
shielded complex day and night. 
Small patches of earth where noth 
ing grows bear stark testimony to 
gruesomely ‘terminated’ sneaky 
journalists and overkeen fans who, 
futilely, tried to get an audience 
with the gaming gurus. 

But now, thanks to The One (and, 
we grudgingly admit, the Bullfrog 
boys), YOU can have an EXCLUSIVE 
security pass to Bullfrog's inner pro- 
gramming sanctum. See Peter and 
the gang in animated action before 
YOUR VERY EYES! Get EXCLUSIVE 
glimpses at Bullfrag’s Work In 
Progress, including BOB and the 
Papulous Il: Challenge Game data 
disk! Discover what sort of tatty mar- 
ket stall bric-a-brac they have on 
their desks! Talk to them to find out 
such exciting facts as the scariest film 
Kevin's ever seen and what Glenn 
really thinks about Peter! 


INSTRUCTIONS 
The Interactive WIP is entirely 
mouse driven. Load it up and 
click (using the left mouse but- 
ton) to flick through the title 
screen and credits. Eventually a 
picture of Bullfrog's awesome 
offices should appear, showing 
each member of the Bullfrog 
team and their names. Click on 
any name to zoom in on the 
Bullfrogger sitting at his desk. 
Now comes the really fun 
part. Try clicking on the objects 
littering the geezer's desk to 
learn some ‘fascinating’ trivia. 
Then click on the bloke’s monitor 
screen or keyboard to see the 
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project they're currently work- 
ing on (click again to cycle 
through the demo). 

If you fancy having a chat to 
them click on their mouth. A box | 
of questions should appear 
(cycle through them by clicking 
on the up/down arrows). If you 
want to ask them a question 
simply click on it - a reply should 
appear (click on OK when you've 
read it). When you get fed up of 
this (which shouldn't take long), 
click on the little icon in the top- 
right corner of the question box. 

Click with the right mouse 
button to get back to the picture 
of the office. Now go and visit 
somebody else! 
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The best shot by far - and this 
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Also honourable mentions to the 
creators of our other featured 
golfers: Adam Morley of Leicester, 
Bill Beaumont (!) from Epping in 
Essex and Jaime Gorman from 
Plumstead in London. Well done, 
Totes aca a a ee) 

ele else ee bl 
there’s only two months to go 
before the great MicroProse Golf 
competition, to be officially spon- 
ete ace oea aetelii ee |ay ce 
lutely spiffing prizes. But you've got 
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off to us NOW at the address below. 
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only a game so put up a real good 
fight... I'm gonna be snookering you 
ela ee eT et, 
you'd better believe I'm right... |'m 
gorna be snookering you, snooker- 
ing you tonight! As with Golfing 
Greats, there are some superb shots 

this month. We've collected four 
and put ‘em on the disk, plus a sur- 
prise shot. 
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champion, if not quite as brilliant as 
Erm oe 

Other shots worthy of earning a 
place on our disk are Lee Noble's 
from Northolt in Essex, Francis Jeal’s 
ee ee 
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TM ee ee | 
aT MTT? 
TCE ae] mem le malas 
of left spin and three clicks of top 
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The final shot is labelled ‘It's 
another bug hunt’. Daniel White 
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it very interesting. Put maximum top 
and left spin on the cue ball, give 
the cue a good chalking then let rip. 
Terre i 
the ball floats through space! 
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efforts nothing when compared to 
your awesome snooker-playing or 
golfing skill? Well, if you're so excel- 
lent why not prove it by putting 
your shots on a disk and posting ‘em 
oe Tee CR Tel eagle male all 
enough, your shot could be immor- 
talised on our coverdisk for all time. 
Dia de eel ce a 
ages. 
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THE RULES 
(ALL TWO OF ‘EM) 
(1) You MUST mark both the 


envelope and the disk label to indi- 
cate if your disk is a Golfing Great or 
a Trickshot Trial. The disk label must 
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Some days nothing 
seems to go right. It’s 
raining, the car won't 

start, the dog's been sick 
in your trainers and... 
damn and blast... The 
One’s coverdisk just 
won't load. You've fol- 
lowed all the loading 
instructions to the letter 
but still no joy. Flappity- 
floo. 

Still, never mind. 

Pop it in a padded enve- 
lope along with a SAE to 
the value of 28 Earth 
pence and send it to: 


1. While The One makes every 

effort to check the cover aisks 

for all known viruses, we can 

accept no responsibility for 

possible damage caused by 

| viruses which may have 

| escaped our attention. 

2. The One and its retailers 

are not liabie for any unnoti- 
fied change to the content of 

cover-mounted disks which 

may occur. | 


(2) No more than THREE shots (be 





And that's about it. The address 


The One Coverdisk Returns, 
PC Wise, 
Unit 3, Merthyr Industrial Park, 
Pentrebach, 
Merthyr Tydfil, 
Mid Glamorgan. | 
CF48 4DR | 


If you think it’s the sort 

| of problem a quick phone 
call would solve then call 
the PC Wise Helpline on 
(0443) 693233 between 
10:30a.m. and 12:30p.m. 
week days. 


to send your shots to is TRICKSHOT 
TRIALS/GOLFING GREATS (delete as 
applicable), The One, Priory ‘rae 
30-32 Farringdon Lane, London 
eer ee 





GOLFING GREATS 

To get at these mini marvels you'll need to have a 
copy of Microprose Golf to hand. Load Microprose 
Golf as normal, then select REPLAY from the options 
menu. When asked to insert a Data Disk in the drive, 
put The One's Disk B in the slot. Now choose a shot 
by clicking on it then click on the disk icon to view it. 
For more information refer to the manual. 


Now this really is too easy. Stick Disk A in that drive 
s0 conveniently named ‘disk’, turn your Amiga on 
and, in yet another example of the miracle of mod- 
ern technology, a menu will be loaded automatically. 
Choose the game you want to play and then press 
the corresponding function key as indicated. 
Marvellous, 

(By the way, when you've selected a game the 






screen may go blank for a short while. Don't worry, _J 
the game hasn’‘t crashed - it’s just decompacting. All 
right? 
pate TRICKSHOT TRIALS Fa 
Here you'll need a copy of Jimmy White's 
‘Whirlwind’ Snooker. Load the game as normal, then A 
BULLFROC’S INTERACTIVE select DISK FEATURES from the menu. Insert The 
WORK IN PROGRESS One's Disk B in the disk drive then select the LOAD ee 


OLD GAME option. You can now load the Trickshots 
at your leisure by selecting them. For more informa- 
tion refer to the manual. 


It’s the usual routine: simply bung Disk B inte your 
disk drive and turn the computer on. The Bullfrog 
Interactive WIP will load automatically. 
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The sequel to 1989's blockbust- 
ing Batman reaches these shores 
on the 10th of July (US cinema- 
goers only have to wait until 
June 19), with the game cur- 
rently slated for release in 
November - it's obviously being 
groomed as a _ potential 
Christmas Number One. With 
another massive sequel - David 
Braben’s long-awaited Elite 2 - 
scheduled to bolt from the 
Konami stable at the same time, 
it looks like the boys from 
Eastcote (that's where the UK 

office is, you see) could well 
be the top players over the 
festive season. 

Warner Bros, the dis- 
tributors of Batman 
Returns, are remaining 
traditionally tight- 
lipped over 



































This is, as we say in the trade, BIG NEWS! Yes, as 
you've probably already guessed from the head- 
line, Japanese giant Konami has snapped up the 
licence to what is bound to be the biggest film of 
the year - Batman Returns. 


the content of the new movie 
(remember how the first one was 
shrouded in secrecy right up to the 
point of release?), although it's 
already common knowledge that 
Danny DeVito and Michelle Pfieffer 
are appearing as The Penguin and 
Catwoman respectively. 

Although there are no details as 
to what form the game will take as 
yet, we can tell you that it's being 
produced by Rage, the new compa- 
ny to evolve from recently-closed top 
Ocean developer Special FX, the 
team behind such lovelies as 
RoboCop 2, The Untouchables, 
Batman: The Caped Crusader and 
Hudson Hawk. Work is soon to start 
on the project, but Konami has 
stressed that there's little chance of 
the release date being put forward - 
the emphasis, it seems, has been 
placed more on taking the time to 
produce a decent adaptation rather 
than rushing it out to coincide with 
the movie. Bravo to that! 
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Now this is what | call a news piece! 
It’s been revealed this month that 
Commodore intends to launch a new, 
improved, and whiter-than-white 
games Amiga onto the market as soon 
as next month. It’s called the A600 and 
as our exclusive pictures show, It's 
basically a smaller, sleeker and alto- 
gether sexier version of the current 
favourite model, the A500 Plus. 
Although speculation about the 
specification of the new machine has 
been rife in recent months, we can 
confirm that it's definitely NOT any 
thing as crude as an Amiga-based 
console, What you're going to get Is 
a machine with a full keyboard that's 


New Amiga 
Launched 


month! 








a good quarter-length slimmer and 
noticably chunkier, due to the 


numeric keyboard being chopped | 


trom the new design. 

Apart from that, things remain 
much the same. The machine has 
iMb of memory, a standard internal 
drive, all the usual ports (notice the 
joystick and mouse holds are now on 
the side, like the old C64) and 
Commodore claim it will be 100% 
compatible with existing Amiga soft- 
ware. There is one interesting new 
addition, however - a slot for a clever 
little anti-piracy device called a 
Smart Card. 

The idea is that, when a game is 





released, certain items of key data 
are kept on the non-copiable card, 
which means that the program 
won't run unless the card is plugged 
in. Whether or not publishers will 
support the slot remains to be seen, 
but with smart cards being a cheap- 
er alternative to costly cartridges and 
ineffective dongles, we could at last 
see the end of those grubby pirate 
types. 

Talking of publishers, a selection 





of industry bigwigs and program- 
mers were recently shown the new 
machine at a top-level private con- 
ference here in the UK, and though 
no-one we quizzed would admit 
they'd seen it, early impressions 
seem to be pretty positive. The first 
machines are expected to trickle into 
UK stores sometime in May, and the 
price has been set at £399, making it 
slightly more expensive than existing 
A500 bundles 


o 





the grass: 


There's more big film licence news this month, as The Sales Curve 
(producer of Silkworm, Rodland and SWIV) has scooped up the licence 
to another of the Summer's potential cinema blockbusters - The 


Lawnmower Man. 


It's a particularly good game licence as the British-made film, based 
on a short story by Stephen King, has a strong computery theme. 
Starring Pierce Brosnan and Jeff Fahey, it’s the story of a simple man’s 
mind-blowing experiences with a state-of-the-art Virtual Reality sys- 
tem. Currently at Number Two in the US Box Office charts, the film's 





been a surprise hit - it's set for 
release here sometime in June. 

The film's stunning WR 
sequences were produced by 
Californian outfit Angel Studios 
using multi-million dollar super- 
computers - emulating such 
graphics may be a bit of a hefty 
task for the humble Amiga, but 
that doesn't seem to have put of 


| the Sales Curve guys n’ gals, who 
| plan to release the game at Easter 
| next year to coincide with the 


launch of the video. 
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Acclaim polishes 


up its image 


AFTER MONTHS of deliberation and specula- 
tion, American publishing giant Acclaim has 
finally announced its plans for Mirrorsoft, 
which it snapped up after the collapse of 
Robert Maxwell's shady empire earlier this 
year. The long-established Image Works label 
WILL survive, with the first two titles to appear 
being a re-release of The First Samurai (which 
was on sale briefly under Mirrorsoft, but dis- 
appeared from the shelves when the firm went 
under) and Turtles 2: The Coin-Op which, 
although long completed, Mirrorsoft never got 
the chance to release. 

The big story, however, has got to be Alien 
3. The Amiga adaptation of what is already 
shaping to be one of the year's major cine- 
matic events (which hits UK screens on July 17, 
incidentally) is still in production at Probe but, 
due to all the brouhaha, now won't be appear- 
ing until early September or October. 

And that, as they say, is about it. The vast 
majority of Acclaim's business is centred 
around console publishing, and to date these 
are the only three ‘floppy’ products that have 
been confirmed. The Winchester-based UK HQ 
has, however, hinted that there is a fourth ‘Top 
Secret’ project in the works and scheduled for 
release shortly after Alien 3. Now we're not 
















one to gossip, but we have heard rumours that 
this project may well be the 16-bit conversions 
of Williams’ Terminator 2 coin-op. We'll keep 
you posted... 
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..50me top-level rumblings from the program- 
ming world are indicating that 1993 could well 
be the year of the big-name sequel. Andrew 
Braybrook has confirmed that, having finished 
work on his platform epic Fire and Ice 
(reviewed this month), he'll be looking seri- 
ously at bringing his Commodore 64 classic 
Uridium to the Amiga. Tentative titles current- 
ly being thrown about include Super Uridium 
and Uridium 92... 


.. Meanwhile, the Snooker Loopy Archer 
Maclean is going to be looking for something 
new to do once he’s finished 3D Pool, which 
comes out this Summer. He's already admitted 
that he's got plans for Snooker 2 and he hasn't 
ruled out the possibility of IK+ Deluxe, a mas- 
sively upgraded version of his classic beat-‘em- 
up, which he’s talked about doing before... 


..Perhaps even more interestingly, Jez San 
recently revealed that Starglider 3 could well 
see the light of day. Argonaut still owns the 
rights to the name, preliminary design work 
has already been done, and it’s just a question 
of finding the right deal. Keep your fingers 
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You may have already heard that the 
Liverpool-based development team 
Special FX - one of Ocean's top teams 
for several years - has been disband- 
ed. But you can't keep a bunch of 
good lads down, and the team has 
this month re-emerged as a stand- 








alone publisher by the name of Rage 
Software. 

Though Rage will continue to 
develop games for other software 
houses, the boys won't be working 
with Ocean any more and are cur- 
rently ploughing most of their 
efforts into developing an original 
game of their own to be published 
on the new Rage labe! within the 
next couple of months. 

It's a tasty little football game by 
the name of Striker, which promises 
to marry - for the first time, mind - a 
3D perspective view with fast, 
instinctive Kick Off-style playability. 
Like most of the other footy games 
that are being released to cash in on 
the European championships, Striker 
has a very contintenal theme, fea- 
turing 64 European teams playing in 
a giant Euro-tournament. It’s got all 
the usual knobs - set-pieces, after- 
touch, fouls and no end of options - 
as well as a fine array of technical 
tricks based around the innovative 
3D viewpoint. 

Rage head honcho Paul Finnegan 
brought an early version down to 
The One's office this month for us to 


have a gander, and we were well 
impressed, let me _ tell you. 
Considering the problems that 3D 
soccer games have had in the past 
(i.e. being slow, boring and general- 
ly crap), Striker is suprisingly fast, 
fluid and playable. But hey, enough 
of this critical stuff - we'll save that 
until the full review next month. 

At the moment Striker is the only 
Amiga product Rage has in the 
pipeline, what with a company’s first 
release often being a very make-or- 
break affair, but stay on this channel 
and we'll keep you informed of new 









Psygnosis is planning to 
release a game based on 
the Summer Olympics this 
July, it was revealed 
recently. 

Although the project 
has no official title as yet, 
it's currently known simply 
as Olympics. It's not, how- 
ever, officially linked to 
the real Summer Games, 
which take place in 
Barcelona this Summer. 
That licence has already 
been snapped up by US 
Gold, which has its own 
interpretation planned for 
around the same time. 

Nevertheless, Psyqgnosis’ 
effort is already shaping 
up to be a winner. The 
events to be featured in 
the game are the Javelin, 
High Jump, 100 Metres, 
110 Metre Hurdles and the 
Long Jump, and Psygnosis 
is promising that it won't 


order to see them through 


Olympics’ 


developers 





























around the local athletics 


be just another joystick 
waggler. The arcade 
events themselves employ 
a Variety of innovative con- 
trol systems, and there's a 


the various heats and qual- 
ifying stages before mak- 
ing it into the finals. For 
the less cerebrally-inclined, 
there's the option to play 


Teque London are using 
digitised graphics of real 
athletes to produce the 
authentic action, and pro- 
grammer Peter Jeffries (of 


club with a video camera 
to get the required 
footage. There's also the 
chance that some celebrat- 
ed real-life athletes will be 


full management section, 
where the player must 
train up his athletes in 


1 PROJECT-X (Team 17) 

2 BLACK CRYPT (Electronic Arts) 
3 FORMULA ONE GRAND PRIX 
(MicroProse) 


4 A320 AIRBUS (Thalion) 

5 HARLEQUIN (Domark) 

6 SPECIAL FORCES (MicroProse) 
7 ELVIRA 2 (Accolade) 

8 SHADOWLANDS (Domark) 

9 ULTIMA VI (Origin) : 
TOTITUS THE FOX (Titus) 

11 CASTLES (Electronic Arts) 
12ROBOCOD (Millennium) 
T3JIMMY WHITE'S WHIRLWIND 
SNOOKER (Virgin) 

14 4NOTHER WORLD (US Gold) 


Arts) 
16LEISURE SUIT LARRY 5 (Sierra) 
17POPULOUS I! (Electronic Arts) 


19INDY HEAT (Storm) 

20 LEMMINGS (Psyqnosis) 

21 LOTUS 2 (Gremlin) 

22 SPACE QUEST 4 (Sierra) 
230H NO! MORE LEMMINGS 
(Psyqnosis) 

24 ALIEN BREED (Team 17) 





just the arcade sequences, 
with up to four players a 
taking part. 


15PGA TOUR GOLF PLUS (Electronic 


18 PINBALL DREAMS (21st Century) 


hanging 


25 DIZZY COLLECTION 
(Codemasters) 

26 BIRDS OF PREY (Electronic Arts) 
27 COVER GIRL POKER (Storm) 
28 HEIMDALL (Core Design) 

29 THE RAINBOW COLLECTION 
30 ROBOCOP 3 (Ocean) 

31 PGA TOUR GOLF COURSES 
(Electronic Arts) 

32 LEANDER (Psygnosis) 

33 MICROPROSE GOLF (MicroProse) 
34 AGONY (Psygnosis) 

355PACE GUN (Ocean) 

36 VIDEO KID (Gremlin) 

37 EVE OF THE BEHOLDER (U5 
Gold/SSI) 

38 GATEWAY TO CAVACE FRON- 
TIER (US Gold/SSI) 

39 WILLY BEAMISH (Sierra) 
405TORM MASTER (Silmarils) 


BUDGET TOP 20 

1 RAINBOW ISLANDS (The Hit 
Squad) 

2 JAMES POND (GBH) 

3 F16 COMPAT PILOT (Action 
Sixteen) 

4 FIRST DIVISION MANAGER 


Pit-Fighter fame) has spent 
lot of time recently 
suspiciously 


making cameo 
ances. 





(Codemasters) 

5 KICK OFF 2 - GIANTS OF EUROPE 
(Anco) 

6 TOYOTA CELICA RALLY (GBH) 

7 POPULOUS (Star Performers) 

& PAPERBOY (Encore) 

9 ROBOCOP (The Hit Squad) 
eet RESISTANCE (The: Hit 


11 THE JETSONS (Hi-Tec) 
12FANTASY WORLD DIZZY 
(Codemasters) 

13BATMAN - THE MOVIE (The Hit 
Squad) 

142-OUT (Kixx) 

ISITALIA 90 (Kixx) 

16DALEY THOMPSON'S OLYMPIC 
CHALLENGE (The Hit Squad) 

17 TURBO OUTRUN (Kixx) 

18FULL CONTACT (Team 17) 
19BUBBLE BOBBLE (The Hit Squad) 
20 CALIFORNIA GAMES (Kixx) 


The One's Amiga charts, both full- 
price and budget, are compiled by 
MicroByte, with data gathered 


from 20 of the firm's retail outlets: 


around the UK. 


appear- 
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..From what we hear from up 
Sheffield way, driving game special- 
ist Gremlin looks set to continue its 
reputation as the king of the road 
well into next year. Magnetic Fields 
are currently working on the third 
instalment in the super-successful 
Lotus saga, entitled Lotus: The Final 
Challenge, which features a track 
designer and appears in July, while 
rumours abound that the early road 
routines for the official Nigel 
Mansell game are some of the most 


. spectacular ever seen. It's out at the 


end of the year... 


...Can't wait for the first official 
glimpse of Kick Off 37 Well, you 
may have to, as chances are that 
Anco will not be doing any pre- 
views or in-development pieces 
with any magazines, right up 
until the reviews appear and 
the game is released sometime 
within the next couple of 
months. The reason? It's 
rumoured that Anco wants to 
keep its plans for the game, cur- 
rently being put together by 
Dino Dini, firmly under wraps, 
perhaps to ensure that no-one 
with a rival footy game is 
afforded the opportunity to ‘lib- 
erate’ some of KO3's ideas for 
use in their own... 


If you're still waiting for the tasty 
helicopter shoot-'em-up 
Apocalypse to appear you'd better 
get yourself a sleeping bag and a 
Thermos, we're afraid. Currently 
signed to Virgin after Mirrorsoft's 
collapse, the project is still lanquish- 
ing deep in Development Hell, due 
to lengthy legal wrangles over who 
the game really belongs to. 
Incidentally, Apocalypse’s develop- 
er Strangeways recently disbanded 
for practical reasons, with the indi- 
vidual members now pursuing solo 
projects. However, it's still possible 
that programmer Jason Perkins and 
graphic artist Dokk may return to 
the game should the admin trou- 
bles sort themselves out... 


... With no less than EIGHT foot- 
ball games being released over 
the next two months to cash in 
on the imminent European 
Championships, it would seem 
that even the most insatiable 
footy fan would have more 
than enough to choose from. 
But if you still crave more, US 
Gold is releasing a soccer- 
themed compilation next 
month. The Lineker Collection 
unites the talents of US Gold's 
Italy 1990, Gremlin‘s Hot Shot 
and Footballer of the Year 2 
and MicroProse’s International 
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Luvvies! 
Dahlings! 


Yes, it's that time of year again. The 
software industry's illustrious equiv- 
alent to the BAFTAs in the form of 
EMAP’s Golden Joystick awards 
were doled out one more time on 
April 7th at the Hyde Park Hotel, 
London. The entire industry turned 
out in force, slavvering to see if one 
of their games had been voted the 
best by you - yes, YOU - the gener- 
al public. The event was hosted with 
considerable aplomb by quirky chat- 
show host Jonathan Ross and, well, 
what more could you need to know? 


Apart from the winners of course. | 


So here you go. 


16-Bit Game of the Year: Heimdall 
(Core Design) 

Overall Game of the Year: -Sonic 
the Hedgehog (Sega) 
Programmer of the Year: Archer 
Maclean 

Software House of the Year: 
Electronic Arts 

Best Graphics: Heimdall (Core 
Design) 

Best Soundtrack: The Secret of 
Monkey Island (US Gold) 

Best Simulation: Jimmy White's 
Whirlwind Snooker (Virgin) 
Best Coin-op Conversion: Toki 
(Ocean) 


See you next year! 





Yes, yes, you've seen it all before. But 
we make no apologies for doing just 
one last news piece on Sensible 
Soccer's forthcoming football game 
- which is fast becoming the most 
previewed product of the year - 
before we finally review it next 
month. That's because a lot has hap- 
pened since we WIPped it. 

For a start, it's been snapped up by 
Renegade (not Ocean, as Ciaran 


Happy Tal 
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Got 25 quid burning a hole in your 
pocket? Then this is, beyond doubt, | 
THE proverbial place to be as The 


One's elite reviewing team points you 


once more in the direction of the best. 
games of the last few months. Games : 2 ound 
__ office to be the best sports simulation 
of any kind on the Amiga, there can 


you really onan to own are... 


ANOTHER WORLD (us 
Gold) 

it’s original, it’s atmospheric, it's love 
ly to look at... in fact Delphine’s lat- 


est is quite simply one of the best 


action games we've seen in simply 
aaages. Guide hapless hero Lester 


through a surreal alien world made 


up entirely of vector graphics, bat- 
tling with baddies and solving chal- 
lenging arcade-orientated puzzles. 
Brilliantly conceived, superbly put- 


together and, for our money at least, 


an essential purchase.2 
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Considered by some around i 


be no doubt that it is definitely the 
top American Footy game going. It’s 
an absolutely pristine conversion of 
Megadrive classic, with fast and 
frenetic arcade action, instinctive con- 
trol, and enough options, strategy 

and icabe utah en oa 
hard fan of the sport. But what's best 
about is that even those who can't 
stand watching the real thing on the 
telly will have a great time!91% 


HARLEQUIN (Gremlin) — a 
Now this really is a little doozy. It's 





every bit as big, brash and bold as 


Another arcade adventure - it may be 
slightly more conventional, but it's 
none-the-less a top-notch combination 


of platforms n’ ladders dexterity, 
exploration and hack-'em-up mind- 


lessness. There's not much depth to 


the general idea of leaping and bash- 


ing your way through each of the 
monster-infested levels, but who cares 
when the action is as much fun as this? 
It also happens to be very very violent 
indeed, with the main character 


blessed with more fighting moves ( 
_ than a ninja skinhead. And the graph- 


UMAR Reet 








Brennan reported innacurately last 
month - sorry, everyone). As a result 
of that deal, the game's finally got a 
proper name - it will appear as 
Sensible Soccer European Champions. 
And, in perhaps the biggest develop- 
ment of the lot, it's been revealed 


that none other than top pop star 


and computer atfficionado Captain 
Sensible will be providing the music 
for the game! Good golly! 


isometric 


RoboCod, and a lot better in many 
respects. It's a basic old arcade adven- 
ture at heart, but it's absolutely 
packed to the gills with clever ideas 


and inventive little touches. It's an 


absolutely HUGE game, and undoubt- 


edly one of the slickest we've seen on 
the Amiga. If you can get your head 


round the game's seriously warped 
sense of humour, mt yee 
for you.90% = | 





Domark) - 
Who'd of tought eh? aN ne 








ccc how an RF els be 
done, Fast-moving, it | 








it's friendly enough so. that oa 
looking for an easy route into the 
world of role-playing adventure need 
look no further than oe little gem. 
93% i 


FORMULA ONE GRAND 
PRIX. 


We may have reviewed it way back in 
November, but it’s only just made it 
onto the shelves - and what a corker 
it is! Miles better than every other 
raciny effort ever ever ever, Geoff 
Crammond's breathtakingly accurate 
simulation is both a triumph of tech- 
nical programming and_ brilliant 
game design. It's faster than you can 
imagine, more playable than you'd 
believe, and packed with so many 
options and tracks that you're unlike- 
ly to ever get bored of it. In fact it’s 
so good that... well, you aK 
general idea. Just buy it.! 















Computer 
Shopper 
Show 


Got an Amiga? Slap my wrists, what a silly question! Of course you 
have, or else you wouldn't be reading this quality tome! But any- 
way, seeing as we've established that, it might not be such a bad 
idea for you to haul yourself down to the Spring Computer 
Shopper Show, which is promising to be a veritable Alladin's Cave 
of bargains for skinflint Amiga gamers. 

For the first time, an entire special area has been devoted entire- 
ly to the Amiga. Memory expansions, external drives, hard disks, 
joysticks, games... you'll find it all here at rock bottom prices. And 
to make visiting the show an even more attractive proposition, 
we're printing a handy coupon that entitles to a whopping ONE 
POUND off the entrance fee. The show is on at the Olympia 
Exhibition Centre between 28-31 May. So get your skates on. 








Only one voucher 
per person 
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Set time circuits to maximum! 
Activate vortex accelerator! All 
power to the continuum generators! 
Yes, gentle reader, The One's Time 
Tunnel is in operation once again, so 
journey with us now into the murky, 
inexplicable void that is the past. This 
time two years ago... woo-wo0- 
oooh... 

It was a time of war... a time of 
legends... and most importantly, a 
time when Gary Whitta brought 
lucky The One readers the first ever 
look at what is now firmly estab- 
lished as one of the greatest games 
of all time - Kick Off 2. Yes, once 
again we led the way with the first 
real screenshots and development 
information, all straight from the 
horse’s mouth in the form of pro- 
grammer Dino Dini. When asked 
what he'd be doing after completing 
the game, Dino replied "| might just 
pack it all in.” Thankfully he didn’t, 
as he’s currently putting the finishing 
touches to Kick Off 3, due out soon. 

Not content with that, we also 
brought you exclusive first looks at 
Ocean's Battle Command, 
Mirrorsoft’s Killing Cloud and Duster 
(the latter of which never appeared), 
Spindizzy Worlds and the very 
strange futuresport sim Tribal - which 
eventually surfaced as Projectyle. All 
of them were Work in Progressed 
before anyone else even got a look- 
in - now how's about that for service? 

Our cover story was Lucasfilm’s 
Loom - of course it’s always a big 


| story when the best adventure writ- 


ers anywhere in the world come up 


with a new product, but this particu- 





lar game unfortunately fell some- 
what below the company's usual 
standards. The problem? It was just 
too easy, and as a result Loom had to 
make do with a respectable, but by 
no means awesome, 80%. 

As it turned out, the rest of the 
month's releases weren't much bet- 
ter, what with the traditional 
summer slump just starting to set in, 
although we did have a right old 
laugh with Activision's Hammerfist, 
Electronic Zoo's Treasure Trap (the 
month's highest scorer with 88% and 
a competition to win a year's supply 
of fish and chips) and - in particular 
=a very tasty and unexpected number 
by the name of Persian Gulf Inferno. 
By far the most horrendously violent 
game we've ever seen, it caught the 
attention of the team and had them 
furiously playing during lunch hours 
and after work to complete it. Which 
Whitta eventually did, as he often 
likes to remind us... 

In the News, we announced the 
long-awaited follow-up to Silkworm, 
as well as breaking the story that 
developers Core Design were to set 
up as their own software house - two 
years later and they're still going 
from strength to strength... Oh, and 
the outrageously long-awaited F-29 
Retaliator ACTUALLY, REALLY made 
it into the shops this month! 
However, after all the delays, the 
final version still suffered from seri- 
ous bug-problems. And, never one to 
string people along for too long, we 
came clean and admitted that 
CyberAssault 556 was in fact an April 
fool. 

This was also the month that the 
Golden Joystick winners were 
announced (this year's results are to 
be found elsewhere in the news). 
Game of the year was of course Kick 
Off, Software House of the year was 
Ocean, and the Most Original Game 
was Populous. Well done, lads! 

And that's about it for this turbu- 
leni month. If you've got a copy of 
the issue, you'd be well advised to 
hang onto it as, like the famous Issue 
One with the man Daley on the front, 
it's now become a collector's item, as 
this was the last issue ever produced 
in the ‘old’ style before the first rad- 
ical design changes, format splits and 
hullabaloo that transformed The One 
into the quality publication you hold 
today. Fills you with a sense of awe, 
doesn't it...? 
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tela Balas ere l: Tree) os 
cars including Ferraris, Porsches and 
Lamborghinis over thirty six circuits through 
twelve different countries. Speed through 
wieTate| (Moelle i mel ae 
waterfalls, tunnels, cliffs, bridges and 
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@ Fog, snow, wind, rain and sandstorms. 
@ One or two-player split-screen option. 
@ Joystick or mouse control. 

@ Map editor - Create your own circuits. 
® Financial Management strategy. 
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THE ONE: Right then, let's get going. S50 what 
about the Amiga then, eh? 

PETER: The Amiga! | thought we were going to 
be talking about the ST! 

JEZ: | thought we were doing the NES (Laughs all 
round). 

PETER: These days we only do $T and PC! 

ERIC: Yeah, and get someone else to do the 
Amiga version! (More laughs). 

PETER: That's right. We just do PC stuff, the 
Amiga’s crap! 

JON: Will you be able to recognise all the 
different voices on the tape? 

THE OWE: Yes, we know everyone's voice off by 
heart. 


PETER: Oh, in that case it was Jonathan Hare that 
said the Amiga was crap. 

(The beers arrive at this stage, causing immense 
disruption). 

JEZ: Would the two northern programmers please 
return the crisps to the centre of the table? 
DAVID AND ARCHER (in unison): NORTHERN?! 
THE ONE: Shall we start again? How about - how 
is the Amiga going to do against the consoles? 


ERIC: Oh, not one of those boring CTW 
(Computer Trade Weekly) questions! 





Take seven of the most famous and talented games 


programmers and designers in the country, put them in a pub 


with The One's Gary Whitta and David Upchurch, add copious 


quantities of beer, crisps and chocolates, stir well and what do 


you get? Well, it goes something like this... 


THE OWE: Let's start off with Jez, because he's 
doing loads of console stuff. Obviously 
abandoning the Amiga shamelessly... 

JEZ: No, no, no! 

ARCHER: He's making porn films. 

PETER: He's stabbed the Amiga in the back. 

THE ONE: You are still doing Amiga stuff though, 
aren‘t you? 


JEZ: Yes, we just put out Amiga Birds of Prey, and 
Amiga ATAC comes out before the end of the 
year. We will continue doing Amiga software - but 
it probably won't be the first version that we dao. 
And | think if you went round the table, everyone 
else would agree. 


PETER: | think throughout the afternoon, 
everyone's just going to say exactly the same as 
you do, Jez. 


ARCHER: Erm yes, | agree with Jez. 


ERIC: Yeah, we all agree with Jez. Next question! 
(Laughs) 


JEZ: There's no way we'll be abandoning the 
Amiga, but we will certainly be abandoning the 
ST. 


MIKE: Is anybody here doing Amiga versions first? 
ERIC: Yep, we are. 

DAVID: ‘Yes. 

ARCHER: Yes 

JON: Oh yes. 


MIKE: That's four of us. 


THE ONE: Is the Super Nintendo going to affect 
the Amiga at all? 


JEZ: Oh, yes! It'll be very interesting to watch 
what happens this Christmas. | think the SNES will 
do really well, 


PETER: Who do you think will do best, out of 
Sega and Nintendo? 


JEZ: Well Sega’s already got a massive foothold 
over here, which will take a year or two to rip 
down. 


PETER: The Sega Is a superior machine. 


JEZ: Well it's got a superior CPU, but it has less 
colour, less graphics and less sound. It takes a 
good programmer to cope with the lower CPU on 
the 5NES, but the games will look and sound 
better 


THE OWE: We used to get a lot of calls in the ACE 
office from people asking whether they should 
buy a Megadrive or an Amiga. 


JEZ: Well the Megadrive will sell more because it's 
cheaper and the games are more arcade based. 
But if you want to use your machine for other 
things, or play higher-end games, like the big 
flight simulations, that’s obviously where the 
Amiga is useful. 


MIKE: But it's also to do with Amiga games being 
a lot easier to pirate, isn't it? That's the big factor. 


JEZ: Sales of console games are bigger than 


Ee ee 





Amiga games sales - and there’s no piracy 


PETER: Sales by volume or by value? 





> Eloquent as | 

ever, Jon Hare JEZ: Both. 

makes his point ‘ i: - 
; in style, while PETER: Yes, I'd agree with that. 

ace ARCHER: We're all games designers here, and | 
Jo background. think the question is - are we going to design our 


games around the hardware limitations of the 
Super NES, or are we going to start on an Amiga, 
' and then try to make it work 
on a Super NES? 
JEZ: Well, most of the 
Megadrive games that come 
out of the UK are Amiga ports. 
ARCHER: Ves now, but what 
about in two or three years 
time? 

















Our photographer 
had to be paid 
danger money ta 
get this precarious 
birds-eye shot - | 
fortunately he 
wasn't quite as 
inebriated as some 
of the 
COnferencers. 
JEZ: Then, when programmers 
have had time to practice on the 
other formats, they'll get the 
best out of each machine. 


ARCHER: What ! don't understand is why the 
people that put new machines and new hardware 
together don't talk to games programmers first. 


PETER: | agree with you, but that might not 
always work. Say a hardware designer comes to 
you and you tell them what you want their new 
machine to be able to do, and then they go to, 
say, Eric, and he has a different idea of what it 
should do. It gets very confusing. 


JON: | think the inevitable problem with software 
development is, by the time you've managed to 


“isn't it about master one machine, along comes another one. 


time we had 
some more 
beer?" - Where 
would we have 
been without 
Peter Molyneux's 
invaluable 
contributions to 
the discussion? 


PETER: That's right. | mean | would say that I've 
only just mastered the Amiga completely. And 
now I've got to go over to lead projects on the 
PC, and it’s going to take me another year to 
understand that 

ARCHER: | think I've just about got the C64 
sussed now. (More laughs). 


PETER: Going back to this Amiga/consale thing, | 
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Talk about an all-star cast! It's like 
the software equivalent of The 
Towering Inferno! PETER 
MOLYNEUX is the head of Bullfrog 
Productions and the author of 
such classics as Populous, 
PowerMonger and Populous Il. JEZ 
SAN, founder of Argonaut, created 
the Starglider games and Birds of 
Prey, ARCHER MACLEAN is the 
genius behind Dropzone, IK+ and 
Jimmy White's Whirlwind Snooker, 
DAVID BRABEN created Elite 
(arguably the best game ever 
written) and Virus, Bitmap Brother 
ERIC MATTHEWS is the brains 
behind the Xenon and Speedball 
games, JON HARE of Sensible 
Software is the man you have to 
thank for Wizball, the Shoot'Em-Up 
Construction Kit and Mega lo 
Mania, and last but not least 
MICHAEL POWELL wrote the very 
excellent Powerdrome. 


think that over the next few years consoles are 
going to become more like computers, computers 
are going to become more like consoles, and in 
the end they'll meet up. 

THE ONE: $0 what lies ahead for the good old 
Amiga then? 


JEZ: Well... you've got to bear in mind that 
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the Amiga was designed in 1984, and came out 
in 5. So the design is seven years old. It's time to 
have a new architecture, and | think that any 
Amigas left in the market will be cost-reduced 
versions that will be more mass-market, while 
they’re busy designing the next one. 


PETER: | would still argue that the Amiga has 
one of the most advanced designs on the market, 
even now. 


JEZ: Sure, but it’s running out of CPU power 
compared to a 386 or 486 PC. 


DAVID: You could easily change 
all that just by putting a 68030 
processor in the standard Amiga. 


| JEZ: Yeah, but Commodore 
don't sell it. They do the Amiga 
3000 but they don't sell a low- 
cost 68030 Amiga. 


DAVID: Ah, but what if they 
WERE to do a low-cost 68030 
Amiga? 


JEZ: The main problem is that 
the Amiga has a proprietary 
architecture, whereas the PC is 
open, and anyone can rip off the 
hardware and sell it cheap. And 
until Commodore make the 

- Amiga non-proprietary, it's never 
going to have the same effect and no-one's ever 
going to improve it. 


DAVID: Surely a logical step would just be for 
Commodore to cost-engineer a low-end 68030 
Amiga? 


JEZ: Weill I'm sure they've already got one in- 
house, but... 


PETER: It could be something like ten years 
away. 


JEZ: Yes, exactly. They're a very slow and stodgy 
company when it comes to releasing new 
designs. The design department's actually very 
good, but the marketing's useless, 


THE ONE: How well designed are the Japanese 
machines? 


PETER: Oh, very lousy. 
MIKE: It's like a historical design, isn't it? 


JEZ: Yes, they've inherited architecture traits 
from earlier machines that are very bad, and 
they're basically just built to scroll and move 
sprites around. If you want to do anything else, 
they're not conducive to it at all 


MIKE: The Japanese have this very specific idea of 
what a “video game” is - “this is a video game. It 
consists of sprites and backgrounds and this is 
how we do it.” 


ARCHER: Don't forget the cutesy music. 


JEZ: All computers are bitmapped, and all video 
consoles are character-mapped. If you just want 
to scroll things around, character-mapping is 
good, but if you want to do intricate detail, or 
3D, or sprite rotation, then character-mapping 
isn't so useful. 


JON: | think in terms of game design, | think the 

Amiga and PC are the two best machines to 

design on - the Amiga especially, because of the 

sound. For the Megadrive version of Mega lo 

Mania which we're doing now, we've had to take 

the speech samples down to the quality of the 
ST version. 


























(Below) Jez and Eric 
may look enthralled 
by the 
conversation, but is 
that Gary Whitta 
nodding off in the 
background? He 
denies it, of 


COUrSe, 


JEZ: Oh, the Megadrive's got lousy sound. 


DAVID: One of the good things about developing 
for the consoles, though, is that you can choose 
whatever additional hardware you like and 
physically put it inside the actual cartridge. 
Obviously you can't do that on an Amiga. 


THE ONE: Isn't this whole idea of an Amiga 
console a bit of a backwards step? 


JEZ: | don’t think that will work because it's too 
late. 


ERIC: What if they put a 68030 on it, or 
something like that? 


ARCHER: Why don't they just put all the existing 
Amiga hardware on one chip, with a 68030 in a 
little tiny box and sell it as a console? 


JEZ: That would be absolutely fantastic - a 
handheld Amiga 
MIKE: They won't do it, though 


PETER: Let's get this right. There’s no chance that 
Commodore has of releasing a console. They 
haven't got the marketing 

JEZ: You need billions to market a console. 


ARCHER: How’s about this for a controversial 
question? Will the CDTV work out for 
Commodore? 


JEZ: No. 

THE OWE: It certainly hasn't done much so far. 
ARCHER: | think they're barking up completely 
the wrong tree, and it's going to cost them a lot. 
THE ONE: What about this bolt-on CD-ROM drive 
that's coming out? 

ERIC: Who's going to support that? 

PETER: It's all down to the software support, and 
round this table, Eric - or the Bitmap Brothers - 


are the only people who have actually produced a 
CD game. 


ERIC: Xenon 2. 

JON: We've produced one for the CDTV 
THE ONE: What's that, Mega lo Mania? 
JON: Yeah. 


PETER: But that's it, basically. People are only 
going to spend £300 quid on a piece of hardware 
like that if the software support is there. 


THE OWE: How well did Xenon 2? dao, 
then? 


ERIC: What, the CDTV version? 
THE OWE: Yeah. 


ERIC: Well... since Mirrorsoft went into 
administration... (More laughs) 


THE ONE: It's difficult enough even trying 
to find a CDTV in the shops. 


ARCHER: Me and Mike saw one in 
Tottenham Court Road! 


ERIC: The problem with CD access is just that it's 
so slow. Say, like, in Mega lo Mania, where the 
computer might say “do you want to join my side" 
or something. Now if the CD's sitting here 
(points), and that sample is... here, then jumping 
to that point can take seconds before you actually 
hear the sound. 


THE ONE: Right, that's enough of that subject for 
a bit. How about this one - who's got the best 
programmers? Us or the Americans? 


JON: | think it's fair to say that the Europeans and 
Americans have very different standards, simply 
because we're getting such different stuff. We use 
the hardware much more efficiently. 


JEZ: Most UK Amiga programmers will use 
Assembler and try their best to cram a big game 
into a small machine, and the Americans will just 
go to disk a lot more and write their games in 
bigger lanquages. 

PETER: But is that such a bad thing?! don't 
necessarily think so. 


JON: Well, it causes the whole game to break up 
when it’s on loads of disks, 


ERIC: It depends very much on the machine. 


JEZ: And also on the type of game - like if you're 
doing a strategy game, it doesn't really matter 
how much disk access there is, or how big a game 
it is. 

PETER: So would you say that English 
programmers think more sympathetically about 
the hardware when they're designing a game? 


JEZ: | think they do, but the American argument is 
that English programmers produce more simplistic 
games. But | tell you one thing - American 
publishers put decent bugtesting in their games, 
and the English companies don't. 


ERIC: Yes, that's true. 


JEZ: With most publishers in England, you finish 
developing the game on the Friday and it'll be out 
on the Monday. 


JON: You do your own bugtesting, don't you? 
JEZ: Yes. 
PETER: Really? 


JON: We do all our own bugtesting as we go 
along. 


PETER: Don't you do any bugtesting at the very 
end? 


JON: Oh, we do. Wizkid's a good example. 
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Ocean's got that now and are bugtesting it at the 
moment. 


JEZ: How many days testing will they do on it? 


JON: | think they've done about four months so 
far. 

ARCHER: | don’t think I've ever written a game 
big enough to spend a month bugtesting. | sort 
of evolve, and things just happen during 
development 


JON: The thing about Wizkid is that there's lots 
of hidden rooms and stuff where bugs might be 
hiding 


ARCHER: | know that there's a bug in Snooker 
where a ball goes off the table. 


PETER: Isn't there a bug in the pockets? 


ARCHER: ‘Yes, there's a bug in the pockets and | 
knew that was there before Easter, but there's 
this other bug where a ball goes off the table, 
and | know why it is. You know where the two 
planes of a polygon meet? The ball bounces off 
the first plane, bounces off it and goes round the 
back of the table. 


JEZ: You could have your polygons so that they 
actually go further than the edges of the table, 
that might help. 


ARCHER: Well it does actually do that, but... 
well, it's a bug. 


THE ONE: You're really into the whole 
playtesting thing, aren't you? 


PETER: Yes we are 


MIKE: Playtesting's different from bugtesting 
though. 


PETER: We employ two full-time playtesters who 
are there testing all the time. We rotate one of 
them every two weeks. We get them from the 
local school. 


ARCHER: Ocean does that, or at least they used 
to. They'd send their games to the local school, 
and get a whole classroom full of kids playing 
them. 


PETER: That may work with a shoot’em-up or 
something like that, but it won't work with a 
deeper game, 


JEZ: We have in-house playtesters, but what we 
find is that they miss a lot because they're so 
close to the product that they'll probably only try 
the obvious things. There'll be something that 
somebody out there does with a game that will 
totally blow it up, because none of the 
playtesters had the idea to try it. 


PETER: That's why we have a new gametester 
| in every two weeks 








ARCHER: But if | was asked to playtest something 
like Populous Il - no disrespect, Pete - | might have 
to sit there for six weeks with a game, even 
though | wasn't really interested in that sort of 
game. 


DAVID: The thing is, people will play a game, but 
they won't test it. 


PETER: Again, that's why we have one playtester 
who is trained in testing, who knows how to find 
bugs and tell me what's wrong with a game, and 
another who will just play it, and talk to me about 
what parts of the game aren't fun or aren't 
werking for him, Okay, maybe 80% of their 
comments I'll throw away and ignore, but the 
remaining 20% I'll listen to and say “yes, that's a 
really good idea,” or “yes, it is going a bit too slow 
there”. | think that once you've produced a lot of 
programs, on different versions, you get stale 
about what makes a brilliant program and what 
doesn't make a really brilliant program. 

ERIC: You just want people to keep telling you 
how brilliant your games are, Peter, (Hoots of 
laughter) 


PETER: Yes, that’s another thing, the ego factor. | 
just like people saying I'm brilliant all the time! 


a a 
(or “Can the programmers 
take their beer?”) 


PETER 

London Pride Bitter 
ERIC 

Becks Beer 


| THE ONE 
Heineken, Becks Beer 


MIKE 
Bitter Shandy 
JEZ 
Lager Shandy, Diet Coke 
DAVID 
Bitter Shandy, Virgin Mary 
JON 
Sol Lager, Becks Beer 
| ARCHER 
Sin and Tonic, Lager Shandy 








ARCHER: Did you ever take people who have 
absolutely no interest in games whatsoever, and 
got them to play yours? 


ERIC: Yeah, that's a real eye-opener actually 


THE ONE: Well, it's often the layman who comes 
up with the best observations. A lot of it's just 
common sense, really. 


ARCHER: Yeah this is something | do, but 
sometimes people will say “why don't you do 
this", or "| expect that”, and a lot of what they 
say is pretty unrealistic. 


MIKE: It's interesting when you get people who 
don't know games to play a 3D game, because 
they just don't understand what it is at all. 


JEZ: We've experienced that while developing 
games for the Nintendo audience, where they'd 
never seen 3D games before. We did this 
Gameboy game where we had to do a massive 
training mission that talked the player through 
everything they did. They're so used to seeing 2- 
dimensional scrolling games that they don't 
understand about looking “into” the screen. 


DAVID: We're just bringing out Elite on the NES, 
which is a difficult one, At the start it just 
launches you straight into a shoot'em-up as a 
practice. But the problem with that is, if you show 
it to two kiddies who are used to playing NES 
games, they say “oh, which shape am |?" They 
can't get the idea that the player is looking out 
from inside his craft. 


ARCHER: | think that shows that a lot of kids’ 
minds have been slightly numbed. I"ve discovered 
that these kids want platform games that are 
basically the same as the last one they've played. 
As long as it's a new name, they'll play it to 
death. 

JON: We had a similar problem with International 
3D Tennis. We had the control system sussed, but 
because of the way the graphics were generated, 
they just weren't accepted - even though 3D 
allows you to do so much more with the game. 
People want sprites. 


THE OWE: Do you think that, having produced a 
lot of games, you've got to the point where you 
can easily identify the elements that make a game 
good? 


JEZ: | think you can head in the right direction, 
but you always need to be backed up by real 
genuine people who are telling you what's 
working and what's not. 


ARCHER: If you stayed in a locked room and 
produced the game completely on your own 
without anyone seeing it - well, it might be good, 
but I'd hate to take that gamble. 
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(Right) Eric demonstrates 
the technique by which 
he likes to grab small 
gamesplayers by the 
nostrils whenever they FF 

approach him at shows | 
to ask him about his 


JEZ: You have to have input from the publishers 
and genuine gamesplayers. Just random people... 


ARCHER: But | don’t like the publishers telling me 
what they want all the time, Just after | finished 
snooker, somebody said they wanted 17 or 18 
players in the background, all walking forward 
individually! After I'd finished the game! 

JEZ: The publishers know their market, though. 
They have a pretty good idea of what's going to 
sell, 


ARCHER: Most of the time though, it's some 
publisher that’s never published a decent game 
before. You know, somebody like ***DELETED***. 
Oops! Delete that! (General Laughter). 

THE OWE: Isn‘t it a bit like the film industry, where 
they dictate what elements a product has to have 
because that's what is popular? 


DAVID: The difference there is, with the film 
industry the producers decide “we are going 
to make a film about X", whereas with 
computer games we will take the game to 
the publisher. 

ARCHER: With each game I've done, I've 
more or less put it together before going to 
a publisher with it. 


game comes out and sells really 
well regardless of how bad it is? 


ARCHER: Oh, there a lot of 
games that are sold on pure 
hype. 

ERIC: Just look at *DELETED*. | 
mean come on, what is that 

| doing at the top of the charts? 


ARCHER: But the fact that 
completely original games can 
come out and suddenly hit the 
number one spot means that 

= people are aware of the 
difference between a crap game and a good one. 


JON: What we're going to find, | think, with the 
big licences is that, while the established 
developers like all of us here are still going to find 
it relatively easy to get things sorted, new 
developers just starting out are going to have a 
really hard time. That's because the only games 
that are really successful now are the big licences 
and good titles from the named developers. 


THE ONE: There's a comparison though, in 
that a games publisher may say “let's do a 
Lotus-type driving game because we know 
they sell" in the same way that a film 
producer will get Bruce Willis because they 
know audiences will come to see him. 


DAVID: Yes, but that's a disaster, That's 
why we end up with so many similar flight 
simulators and so many tank games. It would be 
alright if they were spread out over a long time, 
but when they all come in a clump, it’s stupid. 
People don’t want to have to choose between four 
different tank games all at the same time. 


ARCHER: What amazes me is somebody will pay 
something like a quarter of a million for a film 
licence, then pay £3000 plus 50p royalty (if you're 
lucky) to the programmer to actually produce the 
game. Why don't they pay us games designers a 
bit more, instead of just chucking out the same 
old crap? 


ERIC: Oh, | agree with you. 


THE ONE: Have you ever been offered a licensed 
project, Eric? 


ERIC: Yeah, it's not worth it. 
JEZ: We're doing one at the moment? 


THE ONE: Does it annoy you when a crap licenced PETE: What are you doing? 
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JEZ: | can't say. 

PETER: Oh no, you can't say “we are” i 
without actually saying what it is. 

JEZ: Well, | can’t say in front of the press 
but | can tell you later. , 
MIKE: You did Days of Thunder, didn't you? 4 
JEZ: Yeah, we did Days of Thunder, and we . 
also did Afterbirth 
ALL: AfterWHAT?! (Laughs all round). 
ARCHER: Who's seen The Terminator on the 
Megadrive? 
THE ONE: That looks quite nice. 
ARCHER: Yes, it looks fantastic, but the game is 


so sort of... well, they could have done so much 
more with it. 


PETER: Has anyone played Robocop 3? Because 
that could be the exception. 


MIKE: That's not actually a film though, is it? 
THE ONE: Well not yet, but it's out soon. 


MIKE: That's definitely one of 
the better licensed games, 
though. 


JON: Has anyone seen the Turtles 
coin-op and The Simpsons coin- 
Op running side by side? Theyre 
both exactly the same game with 
different sprites! 


JEZ: Have you seen Another 
World? 


PETER: Yes, that's lovely. 


JEZ: It's very moody, very 
atmospheric and really well 
done, 





JON: The presentation on it is 
wonderful. | méan they've 
actually found a new way to 
present that sort of game. 


ERIC: Sorry, what game is this? 
PETER: Another World. 
ERIC: Oh, | haven't seen that. 


THE ONE: It's lovely. It's certainly a lot more 
playable than stuff like Dragon’s Lair, which it's 
been compared to. 


PETER: Oh, definitely. 
ERIC: What does it play like, Pete? 


PETER: It's alright, actually. The only slight 
criticism | have is that it’s a little bit short. It's very 
atmospheric and really well storyboarded. 


aH 


JEZ: | agree, | think it's too short and too subtle. 


JON: It's actually very hard to get subtlety, and 
things like emotion and expression into a game. 


ARCHER: But the weird thing is, if you take that 
sort of subtlety out, people notice it's not there. 


THE ONE: Don't you find that it's often the 
smallest, most subtle graphics, like the little quys 
in Oids and Mega lo Mania, that actually have the 
most character 
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PETER: Yes, because your imagination fills in the 
gaps 

JON: Does Jimmy White actually play your game, 
Archer? 


ARCHER: Yeah, he does. 
JON: Why didn't he play it on Gamesmaster? 
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ARCHER: Because he’s not very good with the 
mouse. If you go round his house and watch him 
play, he actually gets good breaks. The angling he 
uses on the ball in the game is always exactly the 
same as when he's playing the real thing. That 
amazed me, because at least it means I've sussed 
it out right. 


JON: Is Jimmy a nice guy, then? 


ARCHER: Yeah, he’s really alright. | thought he 
was going to be really “one photo session and 


rings up and says “you coming out for a drink, 
then?” I'm totally amazed by that. 


THE ONE: What was the first game you ever 
wrote, Peter? 

PETER: |'m not saying. 

THE ONE: Didn’t you do some crap BBC stuff? 


PETER: Yes, | did a game in the second year of 
the BEC, but I’m not saying what it is. 


ERIC: Tell us, Peter! Tell us about A-Drum! 
PETER: Nooooo! 

THE OWE: What about your first, Jez? 

JEZ: The first game | ever did was called Skyline 
Attack. It was this Defender clone for the 64, 
DAVID: Oh yes, | remember that! 


THE ONE: Subject change! Here's an old favourite 
- piracy! 


PETER: | think the only reason why cartridges still 
exist as a format is because it's the only foolproof 
way to ensure your games won't be pirated - and 
even if they are, it can be stamped out very 
quickly. 

















DAVID: Piracy, | think, is a big reason for people 
like us to go onto the consoles 


PETER: To be honest, | don't think that piracy 
really hurts. | mean if there wasn't any piracy on 
the Amiga as of tomorrow, the sales of games 
wouldn't really be affected - seriously, It's 
because the people who pirate are people who 
would probably never buy a game anyway. 


JEZ: Well you don't know that because it's so 
untested. 


Se 


DAVID: As an example, we ran a competition for 
Elite a long time ago. The prizes were something 
like a thousand pounds, a trip to America, 
software and so on. We had a playoff with some 
20-odd people, and every single person said “oh, | 
thought the game was so good | actually bought 
a copy so! could send off for the competition.” 


JON: They had it on pirate first? 


DAVID: Yes, but then they went out and bought 
it so they could have the entry form for the 
competition. 
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PETER: If you've got a crappy shoot'em-up style 
game that's never been done before, then that's 
going to be pirated to hell - and it should be, 
because it’s not even worth using this planet's 
resources to produce the game. 


that's the last you see of me”, but it actual fact he 



















{Far right) “How 
many fingers am | 
holding up?* Eric 
tries to make sure 
that Jez hasn't had 
too much to drink. 


(Below) The beers 
and crisps start to 
pile up as the 
conversation gets 
interesting... 


THE OWE: Isn't it the case that more complex 
games like Populous are likely to be less prevalent 
on the pirate circuit, because players can be 
floundering if they don't have the manual? 


DAVID: Well with Populous it's not desperate. You 
could probably get through without any 
instructions. | think one of the ideals of game 
design is that you shouldn't need a manual. 


JON: When we did Wizball, ZZAP! gave 98% for 
presentation, and the 2% off was for the bad 
manual. 


PETER: | thought Wizball was a brilliant game. 


THE ONE: It's interesting, isn't it, how many 
sequels there are at this table? We've got Elite 2, 
Speedball 2, Xenon 2, Starglider 2, Populous 2, 
Wizkid, IK+... 


PETER: Eric is really the sequel king. Are you 
doing Gods 2? 


ERIC: No. 

PETER: fMagic Pockets 2? 

ERIC: No. 

JON: What about Chaos Engine 2? 


ERIC: We haven't done the first one yet Jon, give 
us a chance! 


JON: Of course the most important thing about 
sequels is that they make money (Laughs). 


ERIC: With us, though, we make sure that when 
we do a sequel, it's not like the same person 
having to go back and redesign a game they've 
already done. $0, for example, Steve, who did 
Speedball, wouldn't necessarily be the person who 
did Speedball 2. 


DAVID: | think the reason why we do sequels is... 
with Elite, we were restricted with what we could 
do because of the limitations of the machine, We 
actually started doing Elite 2 back in 1985, and we 
got the game into an almost playable state - 
which you saw, Jez. 


JEZ: Oh yes, you had shaded planets in it, didn’t 
you? 


THE ONE: | remember about this. You just 
stopped. 


DAVID: We had spaceships flying about, 
filled planets. 


JEZ: This was on the BBC, wasn't it? 
DAVID: BEC and Commodore 64. 
JON: So why did you stop it? 


DAVID: We abandoned it because we 
decided it was too slow, and people wouldn't 
want it. The game idea was fine, but we 
didn't want to waste it on something that 
was running at five or six frames a second. 


PETER: $0 did you feel that with more 
machines coming out you could do it in the 
future? Because that’s obviously what 
you're doing now. 


JON: Don't you think it's also a lot to do with 
your financial situation? (Everybody bursts out 
laughing) 

DAVID: You said that twice now! 


THE ONE: Will you stop talking about money, 
Jon? 


JON: The thing is though, Elite was so successful 
that, you Know, a sequel... 


DAVID: The point is that we abandoned Elite 2 
originally because it wasn't good enough. 


JON: A lot of us, though, are in a position where 
we can't do that. 


DAVID: The thing about sequels, | think, there are 
many different styles. | mean you've got the style 
of sequel done by Ocean, who are really like a 
great big sausage machine - or at least that’s the 
way | see it. There is the odd exception, for 
example RoboCop 3, but generally those games 
just aren't exciting. With Elite 2, the logical for 
that was to do properly all the things we tried to 
do with the original Elite, but then decided we 
couldn't. 


THE OWE: Is the Elite 2 you're working on now 
the same game as the one you scrapped? 


DAVID: The ideas are closely. related, but the 
game I'm doing now is much more ambitious. 
Not just graphically, but in the way the gameplay 
works. One of the games that really impressed me 
as being different was Populous. It really stood 
out from the rest. 


PETER: Thank you. 


DAVID: Whereas there are a lot of things where 
you say “ah, it’s such and such a game with such 
and such tweaked.” | get a lot of games sent to 
me free by publishers, which is very nice, but even 
then | can't be bothered to play most of them. 


THE OWE: Let's talk about reviews. Obviously it's 
nice when you get 90%, but do you get annoyed, 
or do you take it to heart, when a game gets a 
slating? 

ARCHER: | certainly do. 


JEZ: Yes, | do as well. | think that if a reviewer 
didn't concur with the rest of world opinion, and 
just said something to be different, or make a big 
headline, then it pisses me off. 












ARCHER: But who of us here have had a really 
bad review over the last three or four years? 


DAVID: | remember that the Archimedes version 
of Elite got a bad review in Acorn User. Now that 
magazine, during the course of the review 
brought up a few suspect facts, but something 
else that happened was that the game was 
reviewed in Micro User before Acorn User got it, 
and they gave it 100% - | think that they just 
didn't want to agree. 


ERIC: That happens quite a lot. Obviously when 
you do a game you take it around all the 
magazines. If you take it to Future to show them, 
they will say “so, er, what have EMAP given this 
game?" 


THE ONE: Really? 
ERIC: That's true, that situation will occur. 


JEZ: They're trying to make headlines by being 
different. 


JON: It makes it more interesting to read, as well. 


THE ONE: Do you think that some magazines 
enjoy being deliberately contrary with their 
reviews? 


EVERYONE: Yes. 


ARCHER: The people who write the reviews want 
to be seen to be taking a stand. 


JON: Do you remember ZZAP! from a few years 
back? If they got a game that was really bad, 
they'd just take the piss out of it, because it's 
funny. 


THE ONE: You had a fairly mixed reception with 
Magic Pockets, didn't you Eric? 


ERIC: Actually, there was only two magazines 
that went against it. ACE was one of them and 
Amiga Power was the other, 


JEZ: | think it's a lot to do with the tall poppy 
syndrome, where a magazine will spend ages 
building up a particular developer, and then when 
they get to the top, those magazines will be 
absolutely itching to knock them down again. 


THE ONE: How much does the feedback you get 
affect what you produce? 


ARCHER: I'll always pay very careful attention to 
the reviews, and what the punters say. 


JEZ: | think it's actually more to do with how well 
the game sells, but if | see kids playing a game in 
Toys R Us, or in the street with a Gameboy, I'll 
make a point of asking them what they're 
playing, what they think of it and so on. 


(Left and below) Two of 
the more outspoken 
conferencers of the day in 
fine form, as Archer and 
Peter lay it on the /ine. 
Notice the subtle way in 
which Molyenux has 
managed to edge the 
crisps over to his section 
of the table... 


ARCHER: “Hello, my name's Jez. Come round the 
corner with me and I'll show you how to play that 
game properly!” (Riotous laughter) 


JEZ: Noooooo! | never say who | am or why I'm 
interested. 


PETER: | bet you don’t! (More hoots of laughter) 


THE ONE: Do you listen to the kids Eric, when 
they talk to you about your games? 


ERIC: No, | say f**k off, and give them a good clip 
round the ear. (More laughs) 


PETER: The last time | saw Eric with some punters 
he was selling them autographed T-shirts for 
something like ten pounds each! 


ERIC: Yes, but you bought one, didn't you Pete? 
(Even more laughs) 


THE ONE: Talking about developers, as we were a 
little earlier, do you think that we'll ever come 
around to the Japanese way of doing things, 
where they'll put 30 or 40 people on a project and 
spend six months designing before they even go 
near a computer? 


JEZ: That certainly works for them. | mean Super 
MarioWorld had 20 people working on it for two 
years, and that’s the most f**king brilliant thing 
ever. 


"When we do a sequel, q 
we make sure that it's | 

not the same person — 
going back to redesign — 
a game they've already , 
written” 







THE ONE: Will we end up the same? 


JEZ: Well we're doing a platform game at the 

moment, which is completely different to 

everything else, and we've got eight people 

working on that right now. It's taking loads of 

people, not just to design, but also to program 
and produce the artwork. 


= ERIC: Don't you think you lose a sense 
of direction, or individuality, when you 
have a lot of people working on the 
same game, though? 


THE ONE: Well you work as part of a 
team. 


ERIC: Yes, but it's a small team. 


JEZ: The thing to bear in mind, though, is 
that only one guy actually programmed 
MarioWorld. They have loads and loads of 
guys developing all sorts of little routines 

| and graphics separately, and when that's 
all finished they give it to just one guy, 
who then writes the whole thing over 
again, but better. 


JON: What we've always done is have me and 
Chris (Yates) designing, so you have two designers 
with different opinions, and we disagree. 


ARCHER: 50 how do arrive at a compromise? 


JON: Because we understand each other's 
thinking. Chris will always go for something more 
arcadey, direct and helps the player, while | will go 
for something that's a bit more complicated. And 
then we just see what plays best. Every time the 
game goes on a step, we re-evaluate it, redesign it 
and go on. 


PETER: That shows in your games, that really 
does. It shows in the quality of the games. One of 
the reasons why we're all successful writers 
around this table is that we do play the games. 
There are a lot of games that never actually get 
played during development. 


At this point even more beers arrive ana 
subsequently the conversational deteriorated 
rapidly to the point at which it became at best 
obscene, at worst unintelligible. After a few more 
quaffs, the crew set off for Landon’s Trocadero 
(except Jon, who had to get back) for a few plays 
on the top new coin-ops, and a nosh at a local 
Vietnamese restaurant. Luvviy Jubbly! 
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Newcomers Mirage are making loud noises 
about their initial batch of releases. The first 
game, Humans from Imagitec, may look like a 
Lemmings clone, but the people behind it claim 
that, for those who are willing to look a little 
closer, there's a lot more to it. 


Human League of prehistoric mis- 

fits and not the ace popsters from 
Sheffield who had a string of hits in 
the early 1980's like. Still, you can't 
win them all. The question is, will 
newcomer Mirage's first offering suc- 
cessfully woo Amiga owners still ga- 
ga at the wonderment of Lemmings, 
or will it end up looking like a rip off? 
Mirage and developer Imagitec are 
quietly confident. 

Although there's a good chance 
that you may not recognise the name 
Imagitec, it's more than likely that 
you've come across the firm's work. 
The output from Imagitec doesn't 
end with those Ultima conversions 
or the new American Gladiators 
game, Resident musician Barry Leitch 
has provided more video game 
soundtracks and sound effects than 
you can shake a stick at. In the past 
few years, Imagitec has handled the 
aural accompaniment to the Amiga 
adaptions of Silkworm, Switchblade 
li, Lotus Il, Utopia and many more. He 
has a complete library of tunes and 


f. a great shame that this is a 
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At Imagitec, designers and artists 
develop each game concept with 
detailed scripts and storyboards 
before the programmers even get to 
brew the coffee. “This way, 
everybody has a clear idea of what 
they've got to do,” explains Martin 
Hooley. 


We ieee ee 


(Right) Humans actually started lite 
as a game design for the Atari Lynx 
handheld video games system. It's 
been called Dino Dudes and Dino 
World in the past. This is what the 
portable version will look like. 
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sound samples for explosions, 
squealing aliens, and so on. The firm 
wants to expand this side of the 
business and is currently putting a 
promotional audio tape together 
with extracts from best composi- 
tions thus far - but that’s another 
story. 

Humans has been conceived and 
designed as a series of products 
charting the evolution of mankind. 
Like Star Wars and Indiana Jones 
before, this is scheduled to be an 
epic trilogy. As the leader of some 
Neanderthals, your task is to organ- 
ise this dopey bunch of cavemen 
and overcome a number of objec- 
tives culminating in the rescue of 
the tribe’s Queen. 

One thing is for sure, according to 
the designers of Humans, prehistoric 
man is a real plonker. They can only 
just about walk, climb and pick 
things up. If you don’t pay attention 
to every step and move, these guys 
will happily plummet to their death 
or end up a tasty snack for the near- 
est herd of hungry dinosaurs. 
Through your quick thinking and 
quicker reflexes, they must discov- 
er and manipulate a whole range of 
handy objects scattered around the 
landscape like fire, wheels and 
pieces of rope. 


Heaps of slapstick humour, so evi- 
dent in the cartoon classics like Road 
Runner and Tom & Jerry, shine 
through during the numerous spot 
animations inside the game. Humans 
is obviously attempting to even out- 
shine Lemmings in the cute-stakes. 
The comparisons are obvious, the 
differences a little more subtle. 
There aren't any strict do or die puz- 
zZles, just objectives. 


There's none of that 
fancy Sony DAT stuff 
here, this room is a hi-fi 
junk yard. While comput- 
er musician Barry Leitch 
listens to the Sisters of 
Mercy and Alien Sex 
Fiend, his colleague 
Howie prefers fringe 
stuff like Spear of 
Destiny, The Men They 
Couldn't Hang and The 
Pogues. Sonically speak- 
ing, the boys use a spe- 
cially adapted version of 
Protracker on the Amiga 
for every project. 


Imagitec maintains the Amiga ver- 
sion of Humans will not be a watered 
down 5T port. This is no idle promise, 
either. For the first time in the histo- 
ry of video games, Humans is being 
concurrently produced across every 
major personal computer and video 
games console available, ranging 
from the Nintendo Gameboy to NEC 
9801 (an odd PC clone popular in 
Japan) and, of course, Amiga. The 
team remains pretty modest about 
the achievement. Surprisingly, this 


| is causing few, if any, hassles. In fact, 


Imagitec sees this ambitious method 
4S positive advantage over the nor- 
mal practices of developing a game 
on a single format, then converting it 
over to other systems. Features are 
being fiddled to take full advantage 
of each host machine. “Parallel devel- 
opment works well because of our 
tight control over every process,” 
confirms boss Martin Hooley, “It's 
still a long slog getting Humans fin- 
ished in time." 


(Left) Is our hero really the ancestor 
of Elmer Fudd? Keep your fingers 
crossed for the sequels to this wib- 
tickling welease from those Imagitec 
wascals. The Age of Chivalry and 
Humans in Space will both introduce 
new objectives, hazards and various 
game system tweaks. 


PROJECT: Humans 
PUBLISHER: Mirage 


Animated interlude sequences are 
rewards for solving objectives in cer- 
tain levels, for example, discovering 
fire or finding the missing Queen. 
Here, ‘Dino the Dinosaur’ bounces 
onto the screen and gives this geezer 
a lovely big kiss. 


Andy the graphic artist is hard at 
work on The One's yummy cover disk 
demo. At least you won't have to 
strain your eyes looking out for little 
Lemming style creatures. Humans’ 
sprites are a satisfyingly large 24x16 
pixels in size, 
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Peale emit eit er Etat ae 
(Producer), Rod Humble (Game Design), Slick and 
Dave Hall (Storyboard Artwork), Dave Exile 
(Program), Andy (Graphic Design), Barry Leitch 
and Howie (Music and Sound Effects), plus sup- 
port from other designers and artists 

INITIATED: December 1991 


RELEASE: May 1992 
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EXCLUSIVE 
PRINT 


WHEN YOU 
COLLECT 

YOUK ORDEK 
To qualify for your free 
gift you must produce the 
reservation form within 28 
days of the product 
release date to your 
4| retailer. This offer is 
| limited to the first 6,000 
| England, Scotland, Wales 
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ife's full of surprises, isn't it? For 
Hi example, you didn't expect this 
first issue of the new The One to 
be as excellent as it actually is, did you? 
And you wouldn't have expected a 
company like Teque, which is best 
known for producing coin-op conver- 
sions for companies like Mirrorsoft 
(R.1.P.) and Domark to come up with 
one of the best and most inventive 
original games of the year, would you? 
Well, like | always say, it just goes to 
show. Or something 
The isometric role-playing epic Shad- 
owlands could quite easily have been 
passed over as just another run-of-the- 
mill slice of dungeons'n’dragons may- 
hem but for one thing - PhotoScape. 
Though some cynics may pass it off as 
a simple gimmick, more informed 
sources know that, rather than just 
being a nifty graphical trick for creat- 
ing a gloomy, moody atmosphere, Pho- 
toScape actually adds a whole new 


































Meet the gang ‘cos the boys are 


here... left to right, Dean Lester, 
Barry Costas and Mark Anthony. 
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After the runaway success of its first RPG 

Shadowlands, Teque Software is taking its 
innovative PhotoScape™ system where no 
man has gone before. Gary Whitta throws 

some light on the subject... 


dimension to the gameplay. Under- 
standably, it’s a lightbulb that Teque is 
particularly proud of, which is why it is 
currently producing a second game 
using the system 

Now although it may look a whole 
lot like it, and the title is a bit of a give- 
away, for publishing reasons Shadow 
Worlds is definitely NOT the sequel to 
Shadowlands. “ShadowWorlds is to 
Shadowlands what Space Crusade is to 
Hero Quest" explains-Dean Lester, 
Teque’s Managing Director and also, by 
a happy coincidence, the game's 
designer. In theory it's a whole new 
game based around what is, more or 
less, the sare display and character- 
control system. The most important dif- 
ference is the game's setting - gone are 
the hackneyed sword-and-sorcery clich- 
es to make for a futuristic, deep-space 
setting. The traditional axes and spells 
have been replaced by laser rifles and 
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pulsar grenades. Bye bye balrogs and 
orcs, hello horrible insectoid creatures 
from the darkest corner of the galaxy. 
“The main thing we're trying to do is 
get real Aliens-style tension and atmo- 
sphere,” Lester explains. 

$0 what's the story? Over to graph- 
ics man Mark Anthony, who thought it 
up: “It's all set in this military weapons 
research institute based on a far-off 
moon. What's happened is, the com- 
munications systems have suddenly 
gone down and your team of space 
marines have been sent in to find out 
what's happened.” Shortly after having 
landed on the moon, it becomes obvi 
ous that the reason the radios went 
down is because the entire complex has 
been overrun by hideous killer aliens - 
and the only way to free the endan- 
gered colonists is to wipe out the slimy 
fiends. More shades of THAT film here, 
you'll notice. 


(Far left) Graphics man Mark 
Anthony hard at work (as 
usual, we're told). 


(Below) ShadowWorlds' charac- 
ters and faces are built up in 
almost exactly the same way 
as in Shadowlands. The spacey 
scenario has allowed for same 
clever extra additiobs to the 
graphics, however - when a 
character is selected, his radia 
mike slides down to indicate 
he's “on-line*, and the lamps on 
the side of his helmet acually 
lights up when activated. 





ShadowWorlds’ spacey setting has 
allowed Teque to radically rethink and 
enhance the PhotoScape system, so 
that it now behaves in a far more 
sophisticated way, with light portrayed 
as beams rather than the flickering 
pools of Shadowlands’ torchlight. Each 
character's space helmet comes with 
an in-built light, so by simply clicking 
on somewhere in the room, you can 
direct the beam of light anywhere, to 
illuminate specific objects or just have 
a look around. “Like Shadowlands, 
you've got parts of the game that are 
pre-lit, like certain areas of the research 
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lab and the alien landscapes, but other 
parts of the complex are derelict and 
have no power, which is where you 
need to use your own torches," Dean 
explains. Theoretically, the gloomy Pho- 
toScape system will be even more effec- 
tive here in this Aliens-style setting than 
it was in the dungeons of Shadowlands, 
with insectoid beasties breathing down 
your neck every step of the way. 

And of course, combat has been 
souped up. As the game is set inside a 
weapons research lab, there's no end 
to the experimental guns that players 
can collect.” We're going for some real- 
ly big weapons. The guns work on a 


We're not even going to bother to 


caption this one... 
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two-part system,” says Dean. “You can 
combine certain types of barrel and 
stock to produce different results, like 
high-power beams and scatter shots.” 
Long-range weapons like these work in 
the same way as Shadowlands’ magic, 
and light sabres have also been includ- 
ed to preserve the hand-to-hand com- 
bat element. Enemies come in the form 
not just of aliens, but robots, androids 
and other automated security systems. 

“Essentially, ShadowWorlds is still an 
RPG, but it's much more frenzied than 
Shadowlands was, with a lot more 
action and blasting,” claims Dean. “I 
think that with this game we're getting 
closer to the dividing line between an 
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arcade space game and a role-playing 
space game.” Unlike the game’s most 
similar rival Space Crusade, however, 
ShadowWorlds won't be mission based 
- instead it's presented as a single quest 
with different objectives to meet on 
each successive level, “| think doing mis- 
sions instead of a single objective leads 
to a more disjointed game," Dean rea- 
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This early development background 
screen shows how certain areas of 
the weapons complex are illuminated 
by built-in electrical lighting in tradi- 
tional PhotoScape™ style. in deeper 
parts of the base, where the electri- 
cal systems have been destroyed, the 
only way to see is with the helmet 
lights. 


Yes yes, you RPG freaks needn't 
worry - though there's a lot more 
action than in Shadowlands, the role- 
playing element is just as important 
as ever. Just look at those individual 
character stats! 


In outer parts of the complex, the 
‘outside world" is currently 
represented simply by a makeshift 
starfield made up from constantly 
repeated characters. For the finished 
version, we're promised a far more 
spectacular and realistic stellar back- 
drop. 









Sons. — 
PROJECT: ShadowWorlds (working title) O 
eel] Meee UE Ss 
DEVELOPER: Teque London a 
el mim rd) oe 
Barry Costas (Programming) oO 
Mark Anthony (Graphics) re 
TNR bP ~ 3. pl 
RELEASE: Autumn 1992 &é 
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ven top international secret 
| need a little R&R from 

time to time. And James 
Pond, slippery star of Underwater 
Agent and Robocod, is no different. 
Ah yes, sun, sea, sand... and sport. 
You see, Pond likes to do a lot more 
on his hols than sit on the beach 
with his fins up; his idea of relax- 
ation is competing for medals in 
weird soggy sporting events. And 
the name of this competition? Well, 
how about Underwater Olympics. 
No, sorry, try Bathelona. Hang on, 
it’s... 

“Oh, Millennium ring me every 
week with a new title,” laments 
programmer Steve Bak, who sounds 
just as confused as everyone else. “| 
think it’s currently Aquabatics. It 
may well change again.” 

In terms of gameplay Aquabatics 
is a Welcome return to the kind of 
sporty games made popular years 
ago by coin-ops like Track and Field 
and Hyper Sports. “Yeah,’ admits 
Steve, “It's a waggler.” By furious- 
ly rattling the joystick from side to 
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side the player makes Pond run - 
more waggle, more speed - while 
well-timed taps of ‘Fire’ make Pond 
jump or throw, depending on the 
event. For those with a loathing of 
joysticks there'll be other control 
options. “| prefer keys to the joy- 


stick,” ponders Steve, “You can go 
really fast with keys.” 





| aquatic setting screws this up," 
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Millennium is hoping that James Pond is 
one character who'll run and run. Red- 
faced, puffing and panting, David Upchurch 


tries to keep up... 


$0 why put Pond in a sports 
game? “Because it's Olympic year!" 
laughs Steve. “Some bright spark at 
Millennium came up with the idea 
of James Pond Olympics and we 
thought "Yeah, let's have some fun!’ 
The emphasis is much more on 
James Pond than the Olympics; | 
doubt that the final game will have 








(Above) Says Steve: “The hero isn't 
always going to be James Pond. 
Sean's just finished drawing a big 
toad that runs around on two legs, a 
bit like Toad of Toad Hall. We might 
end up replacing Pond with him in 
the 100m Splash. 


(Top) Chris Sorrell, the man behind 
the original James Pond and Robocod 
games, is keeping a check on 
Aquabatic’s progress. According to 
Steve, “Chris is supervising the 
graphics and making sure the game 
has that ‘James Pond’ feel,” 


(Left) Aquabatics will take place sev- 
eral different sporting ‘arena’. 
Planned so far are a beach, an island, 
underwater, Atlantis and even inside 
a whale (the mouth of which can be 
seen here). “The big problem under- 
water is that most events rely on 
gravity for their difficulty and the 
Says 
Steve. “So although Atlantis is under- 
water, inside it's dry so the events 
carry on as normal. The same thing 
for the whale. It's a way of getting 
around the problem.” 








a single event straight from the real 
Games. The important thing is it's 
got to be fun. | mean, | don't think 
there's Limpet Catching in the 
Olympics yet. Maybe next time.” 

So «(tell us about ‘Limpet 
Catching’. “You know what a limpet 
looks like?” Er... | think so. “Well, 
ours look more like clams. At one 
side of the screen there's a limpet 
generator which shoots out limpets 
that skid across the floor. The aim 
is flip them up in the air by jumping 
on the edge of the shells] and catch 
a At the moment we're not 


TUNA TUNES 
Once again Richard Joseph 


_is on hand to write the 


music and sound effects, 
but they may be slightly 
different to the catchy jin- 
gles of the previous Pond 
games. According to Steve: 
“Richard's not sure about 
continuing with the same 


| style of tunes because he 


received unfavourable 

press about-them. | think 

the public like them but not | 
the press. | suppose they 
listen to them all day and 

get sick of ‘em." 


- STEVE'S STAR FISH! 


So come on Steve, what's 


| your favourite fish then? 


“Ah, that's a killer, that 
is," replies Steve. There's a 
lengthy silences then Steve 
states: ““It has to be 
catfish, becausd they're so 
damn ugly. It's like some- 
body drew them - you 
wouldn't think something 
like that could exist natu- 


rally. rr | 


quite sure how he's going to catch 
them. He can't really collect them in 
his fins and a net's too boring. We 
definitely don’t want to have any- 
thing normal.” 

“Then there's the 100m Splash. 
You run off the beach into the sea 
and have to paddle like Hell. If you 
go fast enough you stay on top of 
the water but if you slow down you 
sink. The aim is to reach an island 
out at sea. There are buoys with 
strings of lightbulbs between them 
which Pond can leap up and try to 
smash for bonus points. But some of 
the bulbs are missing leaving 
exposed sockets and if Pond hits 
them he gets electrified.” There will 
be similar opportunities for skilled 
players to pick up bonus points in 
every event. 

“In another event there's a giant 
penguin who has to juggle furry lit- 
tle sea creatures and keep them in 
the air. Actually, this may end up as 
a bonus event instead of a main 
event. A main event has to be a win 
or lose thing, qualify or not, but jug- 


gling doesn't really lend itself to | 


that.” 

Plenty more wacky events are 
planned, but Steve is unwilling to 
give to much away at the moment: 
“It's a secret,” he says, mysteriously. 
Currently Aquabatics is a single-play- 


er game. You can practice the events 
in any order but to win medals you 
must complete them in a set order. 
“There may be two-player events,” 
adds Steve, "where you plaj as part 
of a team and help each other. For 
example, in a rowing game one 
player would row and the other 
would steer.” 

Pond's fans will be pleased to 
hear that in keeping with the previ- 
ous games there's plenty of off-the- 
wall humour. “We've got lots of lit- 
tle jokes planned,” reveals Steve, 
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“but I'm not sure how many of them 
people are going to get. For exam- 
ple, there's a Speedy Gonzalez-like 
character who sits in the back- 
ground with this big sombrero on. 
Every now and then he pokes his 
hand through a hole in his hat and 
waves. It's a Mexican wave. Get it?” 

It has to be said, Aquabatics cer- 


tainly looks like it'll be a lot more 
fun than the other sporty games 
due to appear this summer. | mean, 
| don't know about you but I'd 
much rather play pouting Pond than 
some sweaty bloke in boxer shorts. 
Find out whether Pond is first past 
the ‘fin’-ish line in the review com- 
ing soon! 


PROJECT: James Pond Presents: Aquabatics 
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| FUZZBALL... 










' GODS....... 
HALF MEG UPGRADE & CLOCK...£24.99 


4 PLAYER ADAPTOR. ......s..000.£7.99 
| 40 LOCKABLE DISK BOX...........£6.99 
80 LOCKABLE DISK BOX.........£8.99 
150 POSSO STACKABE DISK BOX £17.99 
BOX 10 BULK DISKS v.eseccss00.0-86.99 
BOX 10 SONY BRANDED DISKS......£9.99 


HEIMDALL ... 
HUDSON HAWK... 














| GAUNTLET 3° mane 
GERM CRAZY oo cssesscesensseneeee 


| JONES FATE OF i 
IT GAME FROM THE DESSERT... 


DUST COVER. .......--csssessssnneerssnaes EA99 PICK OFF Woon. .sccsscccscccsscnsmensener 
MOLISE MAT ..... 99 [KINGS QUEST Vio. 
PRID CoV BB ocsecccccccsasnsssenennneacnnns 
| NAKASHA MOUSE... P99 | KILLING CLOUD. 
| QUICK JOY MEGA BOARD......£21.99 | az 
| QUICK JOY JET FIGHTER........c1299 | GAMES MARKED 
QUICK JOY TOP STAR............. e099 | WITHA* MAY 
QUICKSHOT PYTHON......cccsssccesees | NOT YET BE 
(MICROSWITCH) ..cccsssesssssseeeee £11.99 | aL See! 
NAVIGATOIR ..ccccssssccsssevseseeeeees 12.99 HOURS AFTER 


GHEETAH 125+ .........6:0csccccnees 


RELEASE. 


14D SPORTS DRIVING. .......0............£16.50 
AFTERBURNER .......2..0.:00-0 £6.99 | 45 DRIVING . seostisterissneen 16.50 
ARAKNOID 2...-ccccccccocoseee-26.99. [A320 AIRBUS .. £22.50 
ABANDONED PLACES... £18.50 
BARBARIAN 2.......... censwet6.99 | ADVANTAGE TENNIS... coe £16.50 
AYO TANK KILLER 1.5" -oo-cocss-821,50 
| BUBBLE BOBBLE................ £6.99 | AFRIKA KORPS ... £16.50 
| ALIEN BREED... £17.50 
| BATMAN THE MOVIE..........£6.99 | acony a ean 
| | ANOTHER WORLD) .cccseccsee-0-- £16.50 
BATMAN CAPED CRUSADER £6.99 | a ack TO THE FUTURE Ill... £15.50 
CARRIER COMMAND..........£6.99 |5ABY JO... cseeroeesee1 6.50 
BARBARIAN It. e16.70 
CHUCKIE EGG WW occcccccccccccee BGG | BIG FIUN occ cece reece recess 1G 
BULLY THE MID .cccssseccscoecsscoveeerssoeesae 146.50 
CYBERBALL ...................... £6.99 | BIRDS OF PREY ......-.-:-:::ce0-0.2d.50 
BILLIE MAN ccccsecscosesscorsoccsseceseeeosceeo.f 1.50 
DOUBLE DRAGON............. £6.99 | 6LUES BROTHERS .........-.0.........£16.50 
anne: BONANZA BROTHERS" .................£16.50 
BLOOD MONEY.....:c:sserr£6-99 | Reins OF DRACULA... £16.50 
IORLD DIZZY ...£6. CADAVER... : £15.50 
FANTASY WORL £5.99 CASTIER., poten 
FORGOTTEN WORLDS......66.99 | CAPTAIN PLANET .. £16.50 
CHAOS ENGINE .. ee 
GAUNTLET Il ....ccssseccrssceresces £6.99 | CELTIC LEGENDS........... Se wa £20.50 

PUM WPM EUG I Sova axtae eritadiaas mueumaaa perm was 19. 
GHOSTBUSTERS lI...........£6.99 lequex Roc ai 
: COVERT ACTION’. £2150 
| HITCGHIKERS GUIDE ...........26.99 CRUISE FOR A CORPSE e650 
ale se, A : | DAYLIGHT ROBBERY" uo ik 1650) 
LAST NINJA sine DEUTEROS... msrildipiotensene SURED 
MOONWALKER ...ccccccccccceee- £6.99 | DAS BOOT.. cseccuseeriscenmnas NGO 
| DELUME PAINT 4 occccccccssssessssssses £58.50 
OPERATION WOLF.............26.99 | DEATHBRINGER ..... vee 18.50 
D-GENERATION® .....-ccccscccsecesoeee 816.50 
PAPERBOY.......scscscsssneeeses £6.99 | DISCIPLES OF STEEL” ....cc.cccsso....£79.50 
DOUBLE DRAGON Ill... -ccccc.....276.50 
PREDATOR Ul ....ccccccrcssroccoaee £6.99 ELF . rey 
| 5 [ELVIRA Il. £22.50 
RAMBO Ill .......:.:2 6.99 ee. E ake 
RUN THE GAUNTLET ......... £6.99 |EYE OF THE BEHOLDER... £18.50 
FORMULA 1 GRAND PRIX.............£24.50 
SKY GHASE..........0...0000:000 £6.99 | F-15 STRIKE EAGLE I....0.-......£22.50 
F-19 STEALTH FIGHTER..............£17.50 
SPEEDBALL U0 ...ssessesserssscnens £6.99 | F.117A STEALTH FIGHTER 1I........£23.50 
1-16 COMBAT PILOT ..........c..0o......£18.50 
SWITGHBLADE ........-:-0ee0000s £6.99 | cace OFF ICE HOCKEY ..............£16.50 
og FINAL BLOW? .......-ccccccccscccsscoseecoseae816.50 
| TUIRRIIGIAN ... cnccnceccencessesccssces f6.99 eiAl WIMETLE.: ge 
WATERLOO oo ccccceccsscsscscessee26.99 | FIRST SAMARA . “eeessrieessaee 16.50 
| FLIGHT OF THE INTRUDER ..........£18.50 
FP SME aden schsrcarcdedactateevenlsceel £6.99 | | FINAL FIGHT. veacer eee ft 116.50 


GUNSHIP 2000" ..........--ccccseeeaceees 
HARLEQUIN... 

HARD NOVA... 

HERO QUEST ....sccaseees 








Please make cheques and P.O,'s payable to: 


MicroDrive UK Ltd. 
P&P is included in UK. Europe add £2.00 per item. 
Elsewhere add £3.50 per item. 





ALL ITEMS SUBJECT TO AVAILABILITY E&OE 


KNIGHTMARE .. cnidvesieusrranbiasecle Lael 
KNIGHTS OF THE SKY... wisest. BO 
LAST NINJA Ill.. sesenunaed BO 
LEANDER... secapd laa 
LEGENDS... = eens 18.50 
LOADS OF THE RISING SUN .. £15.50) 
LEISURE SUIT LARRY 5..........---.-- £21 50 
LOTUS ESPRIT CHALLENGE II....£16.50 
LEMMINGS... sone 16.50 
LEMMINGS DATA DISK... wera 14,99 
LIFE AND DEATH. oo 16,50 


MAGIC ID DEATH ean 


£16.50 
MAN UTO EUROPE ..............-..-...216.50 
MEGA LO MANIA............ - 20.50 
MEGA TRAVELLER .......2c:ccccscrecnrees £20.50 
MEGA TWINS. uo... ccccssncnnecesnnreenses £16.50 
MEGA FORTRESS” ......cccccccrrsceceeee £19.50 
MICROPROSE GOLF......cccrcscscee £23.50 
MIDWINTER UD... ccc ee eererse ee Ae 
NCFONS TONE ....0..:c:ccccsseruneeseerssees £19.50 
MIGHT & MAGIC"... poet eaeces es £20.50 
MOMREY ISLAND [I oo. ccesereen £19.50 
NAM... £18.50 

£15.50 


OUTRUN EUROPA .. 
PEGASUS......... 


OH NO! MORE LEMMINGS............ 


PAPERBOY 2 aero 1.80 
PA PEL Seidl ee £29.50 
PITFIGHTER....... shia ebiaittacpiaeate F16.450 


PLAYER MANAGER....................0. 


POPULOUS/SIM CITY ...................220.50 
POPUNLHUIS Ic ccnnccsseccancszeeeesesniereees £19.50 
RAILROAD TYGOOWM .....ccccccescce £23.50 
ee, ee £25.50 
REALMS .. £19.50 
ROBOCOD ... pis ty Swe eee £16.50 
) FRCP II. encseererserrenerieeersscesseene ELD 
PROMO ZONE... ccccessecercesnsrreecrserereee te 1650 
PROMI HOWID cc csasentrerssseerssersseessseee P1650 
a AM ass stenotic ston mercesenneteurs P1650 
RUGBY - THE WORLD CUP ceeesceee £16.50 
PPLE CMA is cect esd nesia ectcecerrebes £16.50 
BUM EARTH uu .ccccssccssecssnnrsenenereesee £16.50 
EMIPUSOWMS ...cececcceccseesseeersacraer reek 16,50 
SMASH TY... £16.50 
SPEEDRALL tl. eee eat oe eae ae £15.50 
SPACE ACE =.. £2550 
Se oe oo Fib.50 
SPAGE CRUSADE .. seereene eae 16,50 
SUSPICIOUS CARGO... cack cineaneene £16.50 
NT PLE Gceneiidulte deinen ipdmeeaiccaunsieseisit Foy 99 
SPECIAL FORGES ...cccccccsccsnencere £21.50 
SPACE QUEST 4 w.ccccscccsnimsessers €21.50 
TEAM YANKEE .......cccccccscesccsceess £19.50 
TEAM YANKEE 2 ou..cccscscsscereeereeeees £29.50 
TERMINATOR & occ £16.50 
THE GODFATHER ....cccccrssccresereences £19.50 
) THUNDERHAWK AH 73M..............220.50 
TV SPORTS BASKETBALL.............215.50 
TY SPORTS FOOTBALL.......cccruee P1550 
ET iS vsasecreuveisemeseeccnsceceecer: £19.50 
UTOPIA... Cake dn vah dea naieone es Lateeee 
UNDER PRESSURE"... yeeros de 1 
VIDEO KID... eter £15.99 
WOLF CHILD... £16.50 
WOLF PACK... £16.50 
WORLD CLASS RUGBY ... cevaseraa ce EO 
WORLD CLASS CRICKET. Fvamcilas £16.50 
WINGS... ea ee a £15.50 
WILLY BEAMISH . 21.50 
WWF. WRESTLING... £16.50 


BOARD GENIUS 
SCRABBLE, CLUEDO, RISK 
MASTER DETECTIVE 
£18.99 


DOUBLE DOUBLE BILL 
TV SPORTS FOOTBALL, 
LORDS OF THE RISING SUN, 
WINGS, TV SPORTS 
BASKETBALL 
£21.99 


RAINBOW COLLECTION 
BUBBLE BOBBLE 
NEW ZEALAND STORY 
RAINBOW ISLAND 
£14.99 


SOCCER MANIA 
GAZZA'S SOCCER, 
MICROPROSE SOCCER, 
FOOTBALL MANAGER 2 
FOOTBALL MANAGER 
WORLD CUP EDITION 
£12.99 


THE QUEST FOR 
ADVENTURE 
OPERATION STEALTH, 
MEAN STREETS, INDIANA 
JONES LAST CRUSADE 
£24.99 


NINJA COLLECTION 
DOUBLE DRAGON, DRAGON 
NINJA, SHADOW WARRIOR 
£14.99 


FOUR WHEEL DRIVE 
TEAM SUZUKI, COMBO 
RACER, GT-FOUR RALLY, 
LOTUS TURBO CHALLENGE 
£19.99 


SUPER SEGA 
SUPER MONACO GRAND 
PRIX, GOLDEN AXE, 
CRACKDOWN, ESWAT, 
SHINOBI 
£20.99 


AIR, LAND AND SEA 
FA18 INTERCEPTOR, 688 
ATTACK SUB, INDY 500 

DIZZY COLLECTION 
FAST FOOD, QUICK SNAX, | 
. 
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MAGICLAND DIZ2Y, 
FANTASY WORLD DIZZY 
TREASURE ISLAND DIZZY 


£16.99 
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Call yourself an Amiga gamer? More like a git! These days, it's just not good enough to 
plug a bog-standard Amiga 500 into your portable Ferguson and waggle away with the 
joystick from your old Atari VCS. Times change, and the Amiga men of the 90s know that 
to survive against the new wave of ultra-fiendish software, your machine must be super- 
the absolute max. So step back and let Gary Whitta show you the 


swish and cranked to 
way forward... 


estimated HALF A MILLION Amiga 

games players in the UK, the vast 
majority are effectively playing with one 
hand tied behind their backs. It's all 
very well saying All Amigas Are Created 
Equal, but in these dangerous times the 
only way to shorten your odds of suc- 
cess in the cut-throat arena that is 
Amiga gaming today is to play with a 


i. asad but true fact that, of the 


decent bit of kit. That sad little beige 
box of yours needn't be so bland - with 
a little love, and some well-spent cash, 
your Amiga can be turned into a rock- 
ing and rolling games centre! 

And to help you create it, we've put 
together what we believe to be the ulti- 
mate Amiga games-playing set-up. This 
is the Amiga equivalent of James 
Bond's Aston Martin - EVERY possible 


luxury has been included, to transform 
what was once just another computer 
into the Amiga from Hell. It's a bit like 
in those womens’ magazines where 
they give some dowdy housewife a 
makeover and turn her into a glamour 
model for a day, Or something. 

The range of add-ons and acces- 
sores that have been designed to make 
your gaming life easier can be a bit 


mind-boggling, especially for new kids 
on the Amiga block, so for each bit of 
kit we've chosen one model that we 
rate as the dog’s danglies. If you follow 
this idiot-proof guide you can’t go far 
wrong, and ance you're all tooled up 
you can happily return to all those 
games that have been giving you gyp 
and show them how the worm has 
turned. Revenge at last! 
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SOME JOYSTICKS! 


Of course. Where would you be with- 
out your trusty friend through times 
good and bad, your old mate the joy- 
stick, eh? All experienced gamers will 
tell you that a good joystick can often 
be the difference between life and 
death (on screen, of course - don't 
expect it to save you if a gang of skin- 
heads come running at you with bits 
of lead pipe). It's important that you 
get to know your stick - sleep with it 
under your pillow, clean it every day, 
give it a girl’s name and so on - if you 
want to get the best out of it. One 
word of warning - keep well clear of 
those crap helicopter-style ones, 
because they are absolutely useless. 
The best types are those based around 
the same design as that old Spectrum 
classic, the Kempston Competition Pro, 
and any one of these comes heartily 
recommended, Of all them, however, 
The One has decreed the best to be the 
sexy all-black model of Powerplay’s 
The Cruiser. It's got lovely clicky dual 
fire-buttons, a super ergonomic 
design, rubber suckers for tabletop use 
and a unique three-speed torque con- 
tral that adjusts the sensitivity of the 
stick. Oh, and don't forget to buy two 
- there's nothing worse than having 
arguments with your Kick Off 2 oppo- 
nent about who gets to play with the 
crappy stick. 


Now that’s what I call an Amiga! For the pur- 
poses of practicality, we've worked from the 


most basic of foundations, the machine that 


most people already own - the 500 or 500 
Plus. So izzy wizzy let's get busy! Everybody 
hold on tight as we take you on a magical 
mystery tour of THE ULTIMATE AMIGA! 


DRIVE ME BONKERS! 


Almost as vital as a 1Mb upgrade, a 
second disk drive is one of the essen- 
tial bits of kit you really cannot be 
without. Though 99% of games will 
run happily on 4 single-drive system, 
the degree or disk-swapping required 
by many multiple-disk products could 
drive a man to drink. These days, even 
the most basic arcade games require 
two disks, and nothing destroys the 
atmosphere more than the action 
being halted for a disk change. Ooh, 
it can make you so mad! Connecting 
a second drive makes life soooo much 
easier- you'll feel like one of the 
geezers out of the sleepy Intercity ads 

as well as allowing you to concen- 
trate on the game in hand, rather 
than constantly juggling bits of plas- 
tic. If you're a bit of a Richie Rich, you 
may want to splash out on more 
than one drive, ensuring that the 

likes of Monkey Island and Cruise 





For A Corpse cause you the minimum 
of hassle. With external drives selling 
for as litle as £50 a shot (or even less 
at the sad computer shows), it’s one 
of the most useful and economical 
add-ons you can buy. 





ee eee 





WELL HARD! 


Now we're starting to move into the 
more luxurious items. A hard drive 
isn't exactly a gaming necessity, but 
they can come in jolly handy for 
adventure gamers. Some of the larg- 
er Dynamix and Lucasfilm adventure 
games, for instance, are so huge that 
the constant disk-swapping can real- 
ly get a guy down, Hard disk installa- 
tion is the answer - just copy all the 
disks into the little beige shoebox, and 
the whole game is there when you 
play it! No more tiresome disk-swap- 
ping, and the access time when new 
data is loaded in is considerably less 
painless. Admittedly, the vast majori- 
ty of Amiga games run quite happily 
without a hard drive, but it neverthe- 
less makes games like Leisure Suit Larry 
and Monkey Island infinitely more 
enjoyable to play. With prices running 
at about £350+ for a standard 40 Mb 
model, it's an expensive luxury, but 
hey - we are talking about the 
Ultimate Amiga here! 





NEW BALLS PLEASE! 

Once more we delve into the zone of 
more luxurious items but, like the girl on 
the Cadbury's Flake advert, we know 
that it doesn't hurt to splash out and 
indulge yourself once in a while. For the 
serious gamesplayer, a trackball is a 
handy device to have hanging around 
when you really need to give it some 
with the mouse, Games like Missile 
Command (which was _ originally 
designed for trackball) and many others 
which require fast'n'furious mouse con- 
trol work a lot better with a trackball, as 
they're more responsive and less hard on 
the hands in the long term. Admittedly 
you're only ever going to use this with 
about 1% of games (with most, the con- 
ventional mouse is still the best option), 
but, like a smoke alarm, you'll neverthe- 
less sleep better knowing you've got 
one. By no means top of our recom- 
mended list, it's been included here for 
the sake of completeness - and also 
because we think they're a laugh. 
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MEAN SCREENS 

Yes, | know it's difficult to believe, but 
there's still a large quantity of Amiga 
gamers out there who plug their 
machine into the telly via those horri- 
ble brick-like modulators. We don't 
like to tell you off, but this is simply 
not good enough. It’s not that a TV 





display is unworkable - it’s just that 
the colours always seem washed out 
and without the clean, sharp edges a 
monitor offers, small details (which 
can often be of vital importance in 
adventure games) can be difficult to 
spot. If you're at all serious about 
playing games, a monitor is absolute- 
ly essential, They're all more or less the 
same, although the display differs 
slightly from model to model - most 
of them have a shiny, ‘gloss’ finish, 
like the original Commodore 1081, 
while others give a flatter, matt dis- 
play with less glow and a subse- 
quently slightly cleaner image, It's just 
a matter of personal taste really, 
although the personal favourite 
around here is the Philips CM8833/l, 
which gives a right smart picture, 14" 
is the standard screen size, although 
if you've got money to burn (like 
upwards of a thousand pounds), 21" 
models are available. 


ACTION REPLAY 


Sometimes it’s the little things in life 
that make all the difference - and 
Datel’s Action Replay cartridge is no 
exception. Primarily used by develop- 
ers as a handy code monitor, it’s 
equally useful to gamers as a way of 
entering pokes and cheats. You simply 
hit the magic red button to freeze a 
game in progress, tap in the relevant 
code, and when you go back to the 
action you've got infinite lives, ener- 
gy, Weapons or whatever. More and 
more mags are printing pokes for the 
cart (including our good selves), mak- 
ing it more useful every month for the 
tips-conscious gamer. There's an extra 
bonus - the red freeze button can act 
like a universal pause button, allowing 
you to pop off for a cup of Tizer or a 
ride on the porcelain bus even when 
the game either doesn’t include a 
Pause mode of its own. Be warned, 
however, that due to certain shady 
pirate types using the cartridge as a 
hacking device, some developers are 
incorporating safety features into their 
games which means they won't work 
if the cartridge is plugged in. 


EEK! A MOUSE! 


“You what?" you say? “I've already 
got a mouse, thank you very much"? 
Well, that may well be the case, but 
the fact is that while Commodore's 
standard Amiga mouse is fine for 
everyday use, it’s by no means ideal 
for controlling high-horsepower top 
games action. For a start it’s a bit of a 
heavy beast - the rodent equivalent of 
a Volvo - and the buttons, though 
they have a good feedback, require a 
fair amount of pressure to click (par- 
tricularly when new), making games 
where speedy button-jabbing is 
required a bit of a slog. There’s noth- 
ing worse than having to fiddle about 
to point at exactly what you want dur- 


ONE MEGABYTE 


Any Amiga gamer worth his salt 
Knows that life just isn't worth living 
without this magical little piece of sil- 
ver cheese, Time was, when the Amiga 
first came out, a measly 256K was all 
you needed to run the crap vaguely 
game-like efforts that first appeared 
for the mighty machine, but these 
days you haven't got a hope in hell of 
getting the most out of your software 
unless your Amiga is throbbing with a 
massive Megabyte of storage power. 
1Mb is fast becoming the games stan- 
dard (the 500 Plus has a built-in Meg), 
with the ratio of 1Mb-only games get- 
ting bigger all the time - Birds of Prey, 
Heimdall and It Came From The Desert 
are just three examples of games not 
available to half-meg users, Also, more 
and more half-meg games come com- 
plete with additional graphics, sound 
and music that are activated when the 
program detects extra memory, there- 
by giving 1Mb users an extra treat. 
There are many types of memory 
expansion available, but they all do 
more or less the same job. Forget 
about the ones with the expensive bat- 
tery-backed clock (they're only used by 
boring sprocket-heads) and steer clear 
of the ones that just look like a green 
circuit board - you may need to slot 
the board in and out as some older 
games won't run with a Megabyte 
installed, and constant handling may 
damage the sensitive bits. Go for the 
one in the sturdy silver wedge-shaped 
casing (like the official Commodore 
one). With memory boards available 
for as little as £20, it isn't a luxury - it’s 
a necessity. 





ing a pivotal point in a game of, say, 
Populous Il and losing as a result. 
What you want is a slimmer, sleeker 
model, slung low to the ground with 
a featherweight chassis, like a Porsche 
911. The best bet, we reckon, is the 
Naksha mouse, which is super-light, 
has lovely easy-to-click buttons and is 
spot-on all round. Oh, and you have 
to have a mouse mat, as well - they 
make the world of difference, 
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In case you had forgotten, the Amiga 
has Stereo sound - so use it! Though 
mast monitors have stereo capacity, 
the feeble speakers just don't do jus- 
tice to the machine's awesome sonic 
power. For the best results, you need 
to get hold of a hiti-style stereo arnpli- 
fier and a pair of speakers. All you do 
is forget about the monitor cable's 
built-in sound leads, pop out and buy 
a pair of phono-to-phono plugs fram 
your local Tandy, connect the Amiga's 
sound output to the amplifier and 
away you go! Not only do you get 
much more effective stereo perfor- 
mance, but you'll also be able to crank 
the sound up to ear-splitting levels - 
perfect for those late-night shoot'em- 
up sessions. Real sound buffs may 
want to attach a second set of speak- 
ers for a real surround-sound experi- 
ence! Amps, however, don't come 
cheap - you'd be lucky to get a decent 
one for much under a hundred quid - 
and the speakers can cost a few bob 
too. An economical alternative is to 
connect the Amiga to the AUX/EXT 
ports of your existing hifi system, and 
use that as your amp. Alternatively, 
certain Amiga suppliers offer stereo 
mini-speakers with built-in amp for 
about £40 quid - although the output 
isn't quite as thumping as you'd get 
with a proper set of hifi woofers. 
However you go about it, once you've 
experienced your Amiga’s sound in 
REAL stereo, you'll never go back to a 
bog-standard monitor again. 


DIAMOND GEEZERS! 
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Populus 2 i hlieg) 19.99 
PRATT, a seen eects eee t eee ier 
Powenmonger 19.95 
Powermonper Data Die 1..........-....-.....5.98 
Prince of Pershia . 6.95 
Prowctyle ; : | 
Quest For Adventure 19.95 


Formula One Grand Prix (1 Meg) —..-... 
Football Director 2 (1 Meg)... 16.99 
Footteall Crazy drip pera oes peti rte A 
Fun School 4 5-7, ; 16,99 
Fun Schoo 4 7-11 . 18.99 
Fun School 4. under § 0. 1 
G Loc * 16.99 
(paumbet Fo. eter isesimseesees 1B 


4 Wheel Drive (1 meg... 19.99 
1/2 Meg Upgrade 24.58 
V2 Mag Upgrade with clock ........... = OE) 
30 Gangtruction Kia 98 
40) Drivin (1 Meg)... ioe ere TS 
2 Hot To Handle* 16.95 
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Quickjoy Jettighter....................10.98 
Quickjoy Megaboard .................19.99 
Cheetah 1254 2.0 cccesccesesssascenerseen nell ORG 
| Comp Pro Extrat ..sssssccecssssasssceesees 14,98 


| Ackierng Family”... 16.99 | Ghostbusters 2 .. 6.99 | A Type ; B.99 | QUICK|OY TUDO 2.....:ceccsovesseerenrseenes6 9 

AUPE stoi scope ps (reap hci gh aan } (howls And Ghosts... 6 Be Fa PIM os tesa) ney eaits as 16.9 Quickshot 3 Turbo (Sega Comp)..9.99 
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All SUpPON * senses 19.99 | Gods....... 16.99 | Aambo 3 6.99 





AC 13.49 
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Fieach for ihe Skies * 22.99 
Renegade 694 
Robin Hood ... ete Te 
Robin Sirvth’s Lerche 16.99 
Riodland settee 1S 
PUCK LAE | 
Rise Of The Dragon (7 Mag ations SE 
Robocop 6.95 
Riabooon 3 emneses ce WO 
Riobecod 16.99 
Rugby World Cup wo 16 SS 
Ales of Engagment sect toieesecseose | EEE 
Furi Trae Ghar’ 6.99 
Secrets of ihe Luthwafte “ 19.5% 
Secret ol Money Island (1 Wag) 16.99 
Secret of Monkey leland 2 (1 Mg sevens TEED 
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Godfather Adventure * {1 meg] 19.59 
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Heslaguin ......... Bs _.2 i. 16.99 
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Alien Storm 16.95 
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BBE Attack Sul 16-58 
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Another World .._. 19.99 
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PRA 2 nee essere seater 1S 
Bards Tale Triple Pack * nmyaicai eae 
| Batman the Gaped Grusader.........-.-.-.-6,99 
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Branded Disks 
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| oe Jack Nicklaus unlimited Golf (1 Mag) ........-..1899 Shoot Em Up Kit 8.99 
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Capiain Planet 16.99 KO.2 Final Whistle oceans SG Smash TW W..-....: E.A Ms PEC I | Ny if D RS 
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42 Indiana Jones 4 (US Gold) 


46 Space Quest IV (Sierra) 

48 Ultima VI (Origin) 

51 Plan9 (Gremlin) 

53 Project X (Team 17) 

75 Psyborg (Loriciels) 

76 Super Ski 2 (Microids) 

79 Eye of the Beholder 2 (US Gold) 

84 Pacific Islands (Sierra) 

86 Deliverance (21st Century 
Entertainment) 

88 Apidya (Play Byte) 

90 Global Effect (Electronic Arts) 

92 John Barnes Euro Football (Krisalis) 

95 Fire and Ice (Ocean) 


All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 
mean? 


Rubbish. Offensively low quality. 

Below average. Not acceptable by today's 
standards. 

Above average. But still plenty of room for 
improvement. 

Fair to good. Lots of nice points, but in no 
way perfect. 

Pretty smart. Above accepted standards. 
Extremely good. Top notch impressiveness. 
Simply excellent. Breathtaking. 


Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 


JIM DOUGLAS 

Jim has been yanking his crank over a wide 
variety of game styles this month. Project X 
St MM eee 
the most excellent shoot-outs of late. He 
wasn't especially enamoured with Loriciels 
meu Me ee mel mel Mee com dale 
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much a month of ups and downs. Ho ho. 
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is why he ended up reviewing the finest 
games of the month himself. Indiana Jones 
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into a gamesplaying frenzy. If there's anyone 
Se ea Ue a 


Tam ee 
Vee ise mmr eee ted ae a 
Pt elie elms meee ra me ert ir La 


So we maybe weren't using his talents to the 
full by giving him two football games to 
| review in the shape of John Barnes and Plan 


9. Still, Apidya game him the chance to 
become a wasp and shoot up a garden, so 
what has he got to moan about? 


JIM WILLIS 

Phew! Crazy Jim has simply been far too busy 
etre CN eel CLL 
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promises to do his share and so we're getting 
Me em ese cles 
oe 


ee ee ee ey 








Without a new film on the horizon, will 
US Gold's latest Indy adventure whip up a 
storm? David Upchurch finds out... 


the trail of thieves who have 

stolen ancient artifacts from Bar- 
nett College's museum. These are 
not just any old dusty relics - Indy 
believes they prove the existence of 
fabled Atlantis! 

Little does Indy know, but the 
fiends behind this foul deed are the 
hated Nazis, lead by the cunning Dr 
Hans Ubermann and the sadistic 
Klaus Kerner, They'll stop at noth- 
ing to uncover the location of 
Atlantis and claim its secrets for 
their own, secrets which could give 
the Nazis power enough to rule the 
world! 

Accompanied by Sophia Hap- 
good, an old flame who has had 
similar relics stolen in bizarre 


[:: 1938 and Indiana Jones is on 


circumstances, Indy sets off on an 
exotic around-the-world adventure. 
First stop: Monte Carlo... 

And so begins Indiana Jones and the 
Fate of Atlantis, based on the Dark 
Horse comic book of the same 
name. This may be the Action Game, 
with plenty of whip-cracking and 
fisticutfs to prove it, but there's also 
sufficient puzzling to keep the dust 


off your brain. It's smart stuff, and 
until the Lucasfilm Graphic Adven- | 


ture makes this'll do more than nice- 
ly. Pass the hat and the whip - I'm 
off! 


No sooner have Indy and Sophia clambered inside the sub‘s conning tower 
than the alert sounds - the Nazis know they're there! The baddies promptly 
activate a series of bombs in an attempt to scuttle the sub - and Indy with it! 
Not only has Indy got to run around trying to defuse the explosive, he's also 
deal with agent Kerner, the nasty Nazi, who is determined to see Indy dead. 









Yeeuuy 


em 
[3500 


Ha ound the submarine, Indy and Sophia have to get 
aboard before it sets sail for Atlantis. This part of the 
game is pure action, with our heroes having to jump and 
grab hold of a crane hook to carry them over to the 
rapidly-departing sub. Because of the isometric angles 
this is tougher than it should be - judging when to jump 
and then when to let go of the hook can be quite nerve- 
wracking. 






























First port of call is Monte Carlo, 
where Indy and Sophia hope to buy 
some Atlantean relics from antique 
dealer Alain Trottier, who also hap- 
pens to own a casino (!). But to do 
that they need money and they've 
only got $50 between them. The only 
solution is to play the casino’s 
roulette wheels. The tables are 
rigged, but once you fathom the sys- 
tem you can make a killing. 





The Nazis are stick- 
lers for security and 
have built a series of 
guard towers around the 
base. Indy’s first task is to 
get past them. The tricky 
bit is avoiding the 
spotlights - if Indy gets 
caught in their beam the 
Nazis will riddle him with 
machine-gun fire, rapidly 
draining his energy. 
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Having made the sub safe, Indy and Sophia can steer it to any of four Greek _—As in all isometric-3D games there can be moments when you're not quite 
island, either of which may be the location of Atlantis. If the player has been sure what's foreground and what's background, but a quick whizz through 
doing his job properly, he should have picked up sufficient clues to tell him the four camera angles (one for each ‘corner’ of the room) should soon make 
which is the right one. If not, it's a case of laboriously visiting each until suc- everything clear. 


cessful, 


Cash in hand, Indy trades with Trottier for the 
antique goodies. When a character talks to Indy 
or Sophia their statements are coded into icons, 
which the player then has to translate using a 
table provided in the instruction manual. 
Presumably this is some sort of copy protection, 
but since the player already has to type in a 
number from a code wheel at the beginning of 
the game why bother? 
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inside Atlantis at last! There are many strange things t to see and do but, 
= ‘ 4 alas, some things never change - the Nazis are here in droves so there's 
4 f aga i yf Pa ; r plenty of opportunity to indulge in some good old fashioned punch-ups 
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Although Indy IV has 
adventure-like aspects, 
the problems and their 
solutions are fairly 
straightforward - none of 
this “Use the fish on the 

| kettle” ka-ka. For exam- 

9 ple, if you come across a 
barbed-wire fence then 
you simply select the 
wirecutters from Indy or 
Sophia's inventory, stand 
in front on the fence then 
hit the "Use" key. Voila - 
one hole on the wire. 


Each of the islands is populated by spear-wielding natives, some of whom 
have been turned against you by the Nazis. (Incidentally, aren't these ‘Greek’ 
natives a bit weird? They look as if they'd be more at home in the Tropics 
than the Mediterranean.) Somehow Indy has to persuade the island's tribal 
chief to let him inside the sacred cave - only then will he know whether he 
has truly found Atlantis or not. 





ig 2 | The player can toggle at will 

_ between control over either Indiana 
Jones or Sophia Hapgood. While 
some may grumble at the inclusion 
of a mere girl on Indy's adventure, 
Sophia is definitely a graduate of 
the Marian Ravenwood charm 
school. As you can see here, she's a 
dab hand (foot?) at the shin kick 
and her help is essential in some sit- 
uations, especially if Indy gets cap- 
tured, 





Although the in-game graphics are excellent (the sprites, 
though tiny, are well-drawn and animated while the back- 
drops are beautiful), the graphics for the intro are simply 
appalling, looking as if they were designed for an Amstrad 
CPC rather than an Amiga. 


(Left) One of Indy IV's key game elements is exploration - 
if you don't search every nook and cranny, you won't find 
special items (wirecutters, maps, passes and the like). And 
this would not be a good thing, because some of them are 
essential for successfully completing to the level. it's not 
quite as painful as it sounds, though - the thoughtful 
Nazis have stuck anything of worth inside bright green 
chests which are dead easy to spot. 


The compass needle always points to the current level's exit and 


spins wildly when you're almost on top of it. However, this handy 

| help hardly makes the game a walkover - often you'll have to 
perform certain deeds or find certain objects before you're allowed 
to leave. 





wontich slowly ticking round. When the needle goes into the red, 
| you know w poure in deep do-do. 





-d | | | This thermometer w Miiney indicates health. The red line slow- | 
et 5 atk | _| ly shrinks as the character is worn down. If it hits rock bot- | 
r 13 aye | tom then they are immediately caught and rere in jail. | | 


This window indicates which item the charac- 
ter is ‘holding’ and will use if asked (nicely). 
The player can call up the inventory and select 
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if either Indy or Sophia's energy bars fall to zero then they are automatically 


captured and imprisoned by the Nazis. The ‘free’ charater then has to mount 
a rescue operation. However, if both characters are captured then the game 
ends, with a final fateful newspaper headline marking their failure. 


Rn AB UV 4: Es 


SPACE QUEST IV 


Atleast you'resaved Can the latest adven- 
from any boring key- . " 

board commands, ture from Sierra 

unlike the previous 


Space Quest. The manage to beat off a 
leons can be selected combined attack 


on the screen or by : 

pressing the right from Lucasfilm and 
mouse button to ene = 

make your character Delphine? 

walk, look, perform — 


ecknehas ; an action on a certain ollowing the recent release of 
Publisher; Sierra | object, talk to other Cruise for a Corpse, Another 


a 2 characters, show the 
Developer: In-house last inventory item World, Monkey Island 2 and 


and activating other Lure of the Temptress, the compe- 

functions like saving tition for title of best graphic 

i aa oes adventure is building up fast. Some 

| mation in the game. fe hinting that the Sierra way of 
doing things is past its peak. Sure, 


a) ra we SRR Y (Left) What's going on? You’ 7s the graphics and sound are okay, 
H e ou'we got to ' ) 
Sore ae a Ee be a real Sierra fan to get any fun but games like Monkey Island 2 


out of this release. Everything in look tastier and are much more fun 
Space Quest IV is painstakingly to play than, say, King’s Quest V. 
drawn out and would test the Sierra has earned something of a 


patience of a saint. The computer oe : 
spends much more time pulling data "PUtation for squeezing every drop 


off disk than concentrating on the of potential salability out of their 
next inquisition or witty response games by releasing endless sequels 
from you. Will someone please and other updates. Obviously, the 


inform Sierra that hardly any of us ' . 
has got hes oot » hid disk and backroom boys and girls in the 


faster processor plugged into our company have also grown weary of 
Amiga... the unscrupulous marketing depart- 
| Sl ment. 50, in this release, they've 
attempted to parody themselves 
with a strange time travelling yarn 
where Roger Wilco actually arrives 
in the middle of Space Quest 12. 
| Just what the heck is he doing 
there, and more importantly, how 
are you going to get him out of 
there... 


Oe eb 4 


a 


oS eae | 


(Above) This game is pretty 
much unplayable unless you've | 
got a hard disk. Waiting for 
each screen to be pulled off 
floppy disk is frustrating and 
totally unrewarding. Oh, by 

the way, you'll need two 

drives and one megabyte of 
memory to even attempt it. 
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You'll not get anywhere in Britannia 
unless you talk to people. it's the 
only way to get clues as to what 
you're meant to be doing; without 
them you'll just find yourself wan- 
dering aimlessly getting very bored 
indeed. It's all very easy - click first 
on the ‘talk’ icon and then on the 
person you want to chat to. You can 
them ask them single-word 
questions. For example, to find out 
what a character knows about the 
gargoyles then you'd simply type in 
‘gargoyles’ and he or she'll spout 
forth. As a help the important words 
in a character's speech are highlight- 
ed, making it easier for you to pick 
out things to ask them. 


TiMA Vi 


There's an old Britannia saying: “Warriors who stick 
together, live together." And true, your party's chances 
of survival are better when you're all in one group 
watching each other's backs. But sometimes, especially 
when you're trying to map a newly discovered area, it's 
better (and quicker) to send out alone scout. You can 
switch to the other characters or reform them into a 
group at any time. Out of sight is out of mind, however, 
and it's easy to forget that the rest of the party are still 
vulnerable to attack even when they‘re not on-screen. 
The wise player will keep an eye on the message 
window which'll inform him if anyone's in trouble. 





Dave Upchurch pulls on his 
jerkin for a spot of delvin’ down 
eens Cet 


‘cos sit’ 5 bleedin’ hills! Okay, so these RPG- Whig thingies 
always do tend to be on the bloated side but with Ultima 
VI it's all getting just a bit ridiculous. Forty-two monster 
types to beat up, seventy-nine different magic spells to 
cast, hundreds of people to chat to and mile upon mile 
of countryside, dungeons and towns to tramp through 
make this no quest for the knock-kneed knovice knight. 
(Kof!) But - hey! - no-one said being a hero was going to 
be easy. 

As in previous Ultimas you play the Avatar, an all-too- 
normal man sucked through a mysterious moongate and 
thrown into the monster-stuffed medieval world of 
Britannia. Lord British, Britannia’s noble ruler, needs help; 
evil gargoyles have emerged from the bowels of the earth 
and are slowly laying waste to his once-beautiful realm. 
You, poor sucker, have got to stop ‘em. 

Fortunately you're not alone; your trusty mates Dupre, —— 
lolo and Shamino are along for a rollick. And you need Thankfully character generation isn't just a case of rolling a lot of ran- 


their help too; without them you'll survive about as long dom mumbo-jumbo statistics. Instead you visit a strange gypsy woman 
a fein a huticane jArebhu un to.the Wahi dee who asks you thorny ethical problems. Depending on your answers she 

ee ; ‘ll 3 ¥ P omy pours liquid from various jugs (representing the Avatar's eight Virtues) 

ahead? And is your Amiga? into a big cup. You drink the mix and - voila! - a new hero is born. 














“Ere, | hear something to the north- 
west,” mutters lolo. ‘Kin ‘ell! A gang of 
trolls and a blummin’ great cyclops! 
Combat is a quick and bloody affair (just 
take a look at the inset piccy to see the 
mess left after this little punch-up). Your 
brave comrades can be sent into battle 
by clicking on the crossed-swords icon. 
They'll intelligently pick out a foe and 
attack using whichever 
weapons you've put in their 

|| hands on the inventory screen. 
You can also preset the way 
they'll fight, either risking 
& themselves by furiously laying 
i 

: 

i 

Po 















in or taking a more careful but 
less effective approach. You, 
on the other hand, get into 
the ruck by clicking on the sin- 
gle-sword icon then selecting 
an opponent in the play win- 
dow. Let battle commence. 
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There are over seventy spells to mess 
around with in Ultima VI, each with it's own 
graphic special effect. To cast one you've 
first got to find a spell book and the right 
‘ingredients’. The spells are split into eight 
groups or ‘Circles’. The lower Circles tend to 
do pretty mundane but still important 
things hike heal wounds or light a tunnel (as 
above, before - inset - and after), but the 
upper Circle spells are far more awesome, 
allowing you to cause earth tremors, stop 
time or summon demons. Of course, spell- 
books with such knee-tremblingly brilliant 
magic in them are not just left lying around 
unprotected, so don’t expect to be loosing 
off fireballs from Day One. 


——— 


THE VERDICT 


Initially Ultima VI is about as appeal- 
ing as a plumber's bum cleavage. To 
simply get up and running you have 
to decompact the game to four spare 
floppies, involving over half an hour 
of tiresome disk-swapping! Mmmm, 
very user friendly. (And you have to 
do this all over again if you want to 
generate a different character. Ugh!) 

The strain of squirting a game 
designed for a supa-powerful PC 
onto an Amiga shows here and there; 
Ultima VI is not a fast game by any 
means and the frequent disk access- 
ing and swapping make two drives a 
necessity (unless you're the lucky 
owner of a hard drive, of course). 

But let's be fair: given Ultima VI's 
incredible scale and scope it's a mira- 
cle that it made it onto the Amiga at 
all. There’s no other RPG that comes 
within a mile of matching Ultima VI's 
huge depth and amazingly real atmo- 
sphere. Although Origin have fallen 
into the cringe-making trap of lacing 
the text with ‘Olde Englishe’ terms 
like “Thee” and “Dost", the healthy 
doses of humour make it all far from 
boringly po-faced. 

With rumours that this'll be the last 
Ultima on Amiga, RPG fans should 
grab at the chance to experience this 
potentially ultimate slice of Ultima 


magic while they can. 
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now?) 


Lord British’s bed chamber, with ensuite spell-making lab. (Where are the loos?) 
Castle's 5 urity’s lax so it's quite easy to nip in and nick some of his kit. 


4 Aaaah, home! Well, for now anyway. Lord British has left you a chest full of goodies to 
get you started on your quest. What a nice bloke! (Feel guilty about raiding his room 


5 Food-aplenty here, so stock up while you can. 


6 Ah-haa, the door to this area is locked! What's hiding in here then? What lies pahiera a 
door is not revealed until you open it. All very mysterious. 


7 Going down for sewers, rats and caverns. The castle is made up of several lewels, and 
the further you go down the nastier things get. 


8 These potions look interesting but what do they do? You can drink them but you 
risk wasting a good ‘un or quaffing a shot of poison. Better try asking around. 


' = 
So here we are in Lord British's castle, the 
first port of call for your intrepid band. 
| \ What merry japes can we get up to...? 
*, 1 So here he is: Lord British, the beardy-weirdy ruler of Britannia. 
bi Why he can't get up off his fat ermine-lined butt and face the 


gargoyle threat is never made clear but he's the boss. At least 
he'll let rest in the guest rooms for the night. Thanks. 


‘ 2 The jester is a happy soul but madder than Mr Mad, madman of 
rt Butlingley. You can plug him for information but all you'll get back are 
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AMIGA Blast 


A fantastic audio cassette containing 90 minutes of brilliant Amiga music by the 








r Dero Maker disks Po 












A500 Dust Cover..........£2.50 
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External Drive.............£59,95 
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10 Blank disks .......0 
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Orders can be placed either through the post, 
with payment being made by Cheque, Postal Order, 
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All interaction with the game world (apart from moving) 
is carried out by clicking on one of the action icons in the 
bottom-right corner of the screen and then clicking on a 

person or an item in the graphic window. No surprises in 
the actions possible - it's all ‘Push’, ‘Examine’, ‘Drop’, etc. 
it's not the most elegant or attractive user interface ever 


seen, but it just about serves. 


PLAN 


FROM OUTER 





trated place. 


“My friends,” says David ‘Criswell’ 
Upchurch, “Can you bear to know the full 
horror about Gremlin's off-the-wall film 


license?" 


uiz any self-confessed movie 
bore and they'll probably be 
able to tell you a ton of triv- 
ia about Plan 9 From Outer Space. 
Applauded by connoisseurs of crap 


as The Worst Film Ever Made for its | 
clichéd script, sheer ineptitude on 


every technical level imaginable and 
appalling acting that makes Beverly 
Hills 90210 look Oscar-worthy, it's 
not exactly the first film that springs 
to mind as ideally suited to the com- 
puter-game treatment. Still Gremlin, 
brave souls that they are, have given 
it a try. 

But have they? The game's plot, 
centring around a hunt for six reels 
of missing film, bears absolutely no 
resemblance to the film's ‘zombies 
from outer space’ tripe. Indeed the 
only links, title apart, is that the 
characters in the game bear a pass- 
ing resemblance to some of the 
more recognisable ‘stars’ in the film. 

Other than that all you need to 
know is that it's a visually attractive 
but rather dull icon-based graphic 
adventure. Now, roll ‘em... 








Many of the male characters resem- 
ble Plan 9 ‘actor’ Tor Johnson, a hulk- 
ing Scandinavian who could barely 
utter a single intellegible word of 
English. Fortunately, Tor's binary 
look-alikes are a bit more coherent. 
Conversations are initiated by click- 
ing on the ‘Talk’ icon and then click- 
ing on a character in the game 
window. A list of three or four open- 
ing gambits then appear. You select 
the one you like best and then read 
the character's reply. 

(Below) Plan 9 has a very curious 
‘mid-Atlantic’ atmosphere. Take this 
place, for instance. From the outside 
it looks like a traditional English pub, 
but inside it's more like an Across- 
the-Pond bar. And how about the fact 
that you pay for your rides in 
American Yellow Taxi Cabs with 
pound Sterling? 


There are two ways of moving about 
the game world. You can either ‘click’ 
on one of the likely-looking exits 
from the current location (i.e. a door 
or a hallway) or on one of the lit 
points of a handy compass thingy in 
the top-right of the screen. You then 
‘jump’ to the next handsomely-illus- 





The Plan 9 game world is made up of several small 
clumps of locations. The only way of getting from one to 
the other (and thus progressing) is by using your 
sleuthing skills to uncover a lead in the form of an 
address. Then you can hail a taxi, give the driver the des- 
tination and then you can sit back and enjoy the (brief) 
ride to a new batch of riddles. 


Publisher: Gremlin 
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Gremlin's decision to try and make a 
game out of a film famed for its 
sheer crappiness was always a bit of 
shaky one. Since the finished game 
has such tenuous links with its 
source material it would seem that 
Gremlin's game designers rapidly 
came to the same conclusion. 

Plan 9 biggest plus point is that 
disk swapping is minimal, something 
of miracle for a graphic adventure. 
However, the reason for this soon 
becomes clear: the plot is painfully 
linear. Play consists of solving the 
banal problems in one small set of 
locations so that you can move onto 
the next set. It creates a frustratingly 
claustrophobic atmosphere, and the 
smugly humourous, ‘clever-clever’ 
text descriptions don't help things, 
either. 

If you take my advice you'll 
keep the video and chuck the rest 


away. The movie is 72 minutes of 

| cheap-laffs entertainment which, by 
my estimate, is roughly 34 minutes 
more than you'll get from the game. 
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will happen which is going to change 
ote the face of computer magazines forever. 
% ° The first issue of Britain’s first 






ott ‘ Megadrive magazine will hit the streets - 
Q it’s name MEGATECH. 
In MEGATECH you Ul find extensive, full-colour reviews of the latest Megadrive titles, as well as huge playing guides 


and tips from Britain's greatest Megadrive gamers. There will also be news of the latest Megadrive developments, both in 
Britain and in Japan and the VSR. 





But that’s not all. We can solve your gaming problems in the MEGATECH Helpline, or keep you up to date on the scores you have to beat in the Hyperplayers high score 
tables. Find out what other Megadrive owners are talking about in HegaMail or let the MEGATECH Game Index (which lists and rates all Megadrive games) help you 
with your buying decisions. 


Collect MEGATECH month by month and you have a complete encyclopaedia of Megadrive gaming knowledge which could turn you into a Hyper Player! 


MEGATECH. 100% PURE MEGADRIVE. 100% PURE GAMING ACTION! 


WECOTECY je not an official Soma nvhliration 
































Budda-budda-budda! Will seriously 
beefed-up guns, our hero screams 
past the deadly dropping stalactites 
through the underground caverns 
picking off the spinny cylinder ships 
of doom with little effort. Increased 
side-shooting ability is most useful in 
this stage where volcanic activity can 
lead to unprotected ship catching 
some undesired molten lava up the 
exhaust. 






































Despite their demo-writing ori- 
gins, it was always clear that 
Team 17 were a different breed 
from the likes of The Kracking 
Krew and the Amiga Nutzoid 


= Commandos. Unlike most of 


their contemporaries, they've 
kicked the tragic scrolling-mes- 
sage habit and have produced a 
shoot-'em-up of incredible style 
and rollickingness. Jim Douglas 
stands and applauds. 


ago, you couldn't move for space shoot-'em-ups. 
R-Type 2 and Super R-Type were largely to 
blame, spawning dozens of awful clones. If you'd 
asked anyone then if they thought there was room in 
their software collection for a left-to-right scrolling 
space blaster and the answer would have been a most 
definite "no". Now, however, things are a bit differ- 
ent. Having been swamped with tricky RPGs God-sims 
and strategy wargames, Amiga gamers have been 
rather poorly catered for in the action stakes. 
Team 17 have set out to satisfy the demand and 
have done a more excellent job than anyone could 


E:::: how things change. About eight months 
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So far, so good. Ah wait, now what's ; Phew! Thank goodness the snake's 






















this? A giant mechanoid snake? cleared off. But what's that hole in 
Seems to be fairly harmless, just fly- the ground for? Glump! Metal 
ing along above my ship. Goook! It's spheroid-style thingies, that's { 
firing at me. Dive, dive, dive! what! And there's blummin’ hun- ’ 
‘i dreds of ‘em! (Mmmm, nice shiny 
reflections, though.) 


Bing-bong! The plane now boarding is the 
1415 flight to Hell and back. Please have 
your passports ready. 


ie have managed. Six enormous (and rather difficult) lev- 
els of mechanoid mayhem await the player as he 


Crux II (Battle 





guides his ship through the hostile environment of Class) 
robot planet Ryxx on a mission to DESTROY! 
The inclusion of two player mode, level skips, music 
options and a truly magnificent power-up system, Hunter Mk/ 
although hardly original, showcase Team 17's abilities (Scout Class) 


to take good ideas and polish them into true game 
enhancing features. 

From the cold spaceways of level 1, across snowy 
mountain ranges, through flooded tunnels and volcanic 
caverns, Project-X takes the player on a ride of unpar- 
alleled excitement. Sit back and buckle up! 


Hyperion 
(Cruiser Class) 








The weapons at the latter end of the power-up scale are 
powerful beyond belief, but tend not to offer the diago- 
nal protection that good old Guns can afford. Stages 
such as the Big Droppy Things are ripe for power collec- 
tion, and are a positive boon to encounter, especially the 
loss of a degree of tooled-upness which occurs after the 
loss of a life. 


(Right) One of the good things about Project X is that 
you never quite know what particular type of mechanoid 
fiend you're going to battle next. Here, just when you 
thought you'd got the measure of your pincer-like oppo- 
nent and worked out his attack position, another one 
appears! Skimming low over the surface will keep 
you out of the path of the lasers but can end in 
nasty ship-scuffing incidents. 
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Eoegads - things are 


going from bad to terri- 
ble! This little red-faced 
beauty is spitting all 
manner of homing mis- 
siles at me. It's all | can 
do to stay alive let alone 
blow the damn thing 
up. Why did | volunteer 
to go on this mission 
anyway? 


: Jumpin’ jeepers - a swarm 


of nuclear missiles. Ha! My 
trusty plasma weapon is 
cutting them down like a 
scythe cuts down wheat! 
(Or something.) Looks like 
the way ahead's clear. I've 
made it. Now if only | 
could work out where that 
buzzing sound's coming 
from... 


Players skillful enough to complete a level (it's more of 
an achievement than you may think) get the chance to 
race at breakneck speed through a set of twisty tunnels. 
Excellent sampled speech tells you to "Go up" and “Go 
down” to help you through. The aim of this bit is to col- 
lect little round things which look rather like fruit Polos, 
in fact. Collect enough of them and an extra life is award- 
ed at the end of the bonus stage. 


Players skillful enough to complete a level (it's more of an 
achievement than you may think) get the chance to race at break- 
neck speed through a set of twisty tunnels. Excellent sampled 
speech tells you to "Go up" and "Go down" to help you through. 
The aim of this bit is to collect little round things which look 
rather like fruit Polos, in fact. Collect enough of them and an 
extra life is awarded at the end of the bonus stage. 


Now, look. When have you ever seen a game look so 
much like a top space-fantasy painting? Never, that's 
when. The graphic artists at Team 17 should be heartily 
congratulated on their success in creating a selection of 
entirely different landscapes and enemies for the player 
to discover. From chilly mountaintops through robot 
landscapes and into volcanic caverns, the whole thing 
looks well smart! 
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VERDICT 


This is the sort of game the Amiga 
was made for; the purest form of 
ee a ae ee eg 
seen on a computer screen. Project-X 
— has absolutely no pretensions about 
Publisher: Team 17 | it. So what makes it different from 
Mae Ct re ke 


£25.99 Out Now ee eck shoot-'em-ups which 


ea emcee me 
— : ut eee Cees) 
some attention lavished on it. The 


aliens have characters of their own, 
WU Mme set me ltd ray 


and attack waves. The power-ups are 

Settee ei ace rtd stele : = 

able. The wealth of Brauer isla) Oh, har har. it's alright being shot down by loads of deadly missiles, but it 
comes as something of an insult to a joystick jockey’s prowess when he is 


to the player make itasfriendlyand Ferro ko oe 


playable as any tL | fame DLS (Below) Back to the eighties! Yeah, dig those crazy shiny things! The whole 


a level may look like the old Ultimate logo, but it doesn't play in the slightest 
Re ee ELS M bit old fashioned, This Is right up to the minute vein-busting blasting for the 


| Eten ees ia ial oe 90's boy! Check out the homing missiles for a start. Cunning little fellows. Up 
| to four can be had, and they hurtle around, plugging the bad guys like good- 
pled speech and atmosphere-building 
eet ee 
| DMC Mulia eR ad 
PU Oe Ce te lage 
UE CMe see 
| Cem lem el ae | 


! Me CCUG SUC MUL cl tt 
in ns | ee ae 
: Project-X is simply fantastic, It's 
| easily the best all-out Amiga blaster. 


ro | In fact, for my money it's the best 
l I i R A if I action Pet) br Cuts ci ice) 


| And all this from a firm that were 
eee ere ee Ly 
a ago. Major publishers should take 
: Lite) oe 
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The first comprehensive guide 
to PC Entertainment and more! 





K Offering more than entertainment, 
PC Review tackles graphics, 
sound, hardware and productivity 
based software like no other 


Magazine can. 


*« FREE discs for you tosample the 


GMT MGTCOReTI Palme calr tres 


FREE supplements covering the 
erate amet cee 
Comprehensive reviews and 
qualified information about past, 


MICO Tae THe (UU Cem ODAC 


ey 


« Huge Shareware section 
K News section 
K BU URmea tice 


Packed with editorial about the 


ultimate in entertainment software. 


PC Review - available from all 
good newsagents NOW! 











a it a de ee 


| 2 HEIMDALL CORE 


6 ROBOCOP 3 OCEAN 


Aiieeee! Kill Zone! Yes indeed, two 
ee eR ee Cees male l=) 
very heart of the games writing 
community. Why? Because the Kill 
Zone is the location of the most 
excellent hints, cheats and maps, 
guaranteed to help you through the 
most tortuous and tricky stages in 
eared ciel ul em Mele 
Month by month, the pull-out 
trade mM iC males Mle -lareleualel | 
FTiem ars imi mea 
paper/thoroughly useful tome of 
estate (el) cows Tg d) 
detailing all the stuff that you really 
VTE Com Cale lsrel mda male 
popular games of all time. 


ieee meme ele Mell iad ede a ells] s) (ul -tal 
from the centre of the magazine, simply hold the 
pT a alee le is mma 
rest of the magazine at the top and carefully pull. 
Voila! You now have a completely separate tips 
magazine. And all for free. Can't be bad, can it? 




































HEIMDALL 


By the Gods! There are 
times when even a 
born-again deity needs 
a little help, especially 
Mell tile Runa 
Core's epic Viking saga! 
CCT ae Cr ae 
The One to the rescue 
with some tips to help 
keep your crew of 
nutty Norsemen this 
side of the grave PLUS 
a complete tourist's 
guide around Midgard, 
Water eee ale mettle ep 
with pointers on how 
to complete the three 
massive quests. 


GENERAL TIPS 


® You'll need a well-balanced party 
A EACH mire ee meses ii) ee 
the quests. The best mix consists of 
HEIMDALL (of course), a BERSERKER 
(sth aL Le) 
Aa LO dele 
A ee ee 
siete eae (a good back- 
up in the spellcasting department in 
ET se ed ed 
ieee eel? Cm ee 
bad smell and handy in a fight) and 
Fe NU MEO Matar Ue me LAT 
Nie] OMe te Meee 
you're about to set off on a long sea 
journey). 


Cr ra i al 


, EOS 


aor 


fw res 


sts 











@ Explore EVERYWHERE, open all 
the chests (except where warned in 
atoms et M hoe TeRes Lao eee 
ine anything that isn’t firmly nailed 
ele 

® Don't use ‘Disarm Traps’ spells to 
age ae ag a Se 
waste a good spell when all you risk 
losing is a handful of health points. 
Se ime sl! ele mae acls 
weapon get rid of the old one, 
arora TOE aa te) |] 
ime] [0 |e a) ao 

Ceca cee eee) ea 
amethyst and ruby keys are all totally 
useless, so either sell or discard them. 
Ue eee ele ea 
es the characters’ various statistics. 


See melts R 
Tartar tt eee lee 


dae] etre V 
increase strength by five points; 


eM a atmelg teem re] el-ti tae 4 
Tatac ioe acala ee) m e 


+t | Aare | 


ar 


> ill 


Dee eu eT 


Re ee 


bee) ye 


Ces ee es ee) 
to try out in Heimdall, some of 
which do extra damage thanks to 
their ooky-n'-kooky rune-related 
properties. Here's a handy cut out- 
n'-keep chart of them with any dis- 
tinguishing marks and extra damage 
powers indicated: 
INSCRIPTION EXTRA 
wes 
aye) i 
épt 
ae) i 


WEAPON 
ia ty 4 


Rune Sword 


a 
eye) i 
a 
Apt 
opt 
crea 


CUP Le eC 
Stone Ame 
eT i 
Thunder Blade 
eum eT 





Cee a ee 
cerors, trolls and giant rats use a 
combination of daggers, swords and 
Ps A ok 

@ Daggers and ‘Ice’ spells are best 
for beating spiders. 

@ Use swords and axes to kill the 
manic monkey men. 


CHEATS! 


i ee ee 
whopping great runelore rating 
while travelling around epi hl Go 
to the island marked with a * on the 
map, kill the sorceror you find there 
and then nab the nearby potion and 
drink it (or take it back to your ship 
and give it to somebody else). When 
you come back to the island*the 
potion will have magically reap- 


ere T ese A Mele em ide aT [ae 
leaving as many times as you want! 
® There's a great way to get money 
ST gt ets 1e ai ce eM MLL) 
CT ee meer eRe hier) 
to enter and find the shop. Give 
Heimdal!l all the gold and the 
adamantite axe. Sell the axe and 
confirm the sale, then click on the 
ty] erase ee) eel aL 
aye) See ee Ee-  d8 
doing this until the shop is full then 
buy back the axe. You should be 
rolling in it! 


DING! DING! THE 
VIKING TOUR 
SHIP IS NOW 
LEAVING FOR 
MIDGARD, 
UTGARD AND 
ASGARD... 


eter) elel ee iM Ral elem alee 
shown on the maps indicate the 
Mae ae icce: eel REE eRe, 
do everything you need to do to 
complete the game assuming your 
party is super-equipped right from 
the start. For you this won't be the 
case, of course. When you first set 
ee M ele ar meme le mam OLE |° 
ing around the nearby islands to get 
some of the supplies you need to 
eee tes Fae lee) see 
Tee ae ee ee 
for beginners). 











‘doys & 0) nod pod 
SUBI) (jM suo psauns 
aU) PUE JOO], 244 Wo 
UBsap SY} OFUG HEA 
*|/2438 ound Janmod 

FU} 136 0] 1095108 ay 
JEaap pue sop Uado 
ay} YBnou, HIRAM 19] 
ysnf noA Woo! ayy oF 
Aenuoop ayy ybnosy, 
UMOP OF "USRIAAS 

}xou ayy Uo Bud 

-days ya) Wem UsYy “}I 
ssed nod se ysis au 
uo Buiddays ‘din yey 
WOO [XaU ayy ORLY 
ABMucop ayy yYBnosyy 
dn o6 pue .ybu yea 
‘U) HUES MOA JOOP ayy 
JSSJESU UIPIAS BY UO 
dajs ‘100/) au] UO sa 
“USMS SY) UUIAA Woo 
OY) Ul “auOjseuT ayy 
eye) pue fay pjob e 
UII JSUIGe? ay) uUady 


‘yjeds 

Aa]|t" yuedses, ayy 
SHE] “YDURIG al;ua> 
eu} UO WIO> JaApIS 

e pue ysuesg pybu 
au} UO aUOQseUN 
ay} ‘Yaueig 

3] 2u) UO pucw 
-EIP aU] a5n saupUBIg 
BouY} YPM Belg 

ayy Buiuie}u0> woos 
3} uy] “auojsaUNns 
Mj} J2a])09 isjseus 
OM] S48 a29u) Jop 
ds e Aq paysnqwe 
ase nod aay 

WIODd By Uy )pouss 
ound vamod ayy jab 
0} PeEMp ayy yy614 


ra 


‘az1s ajge 

-26PUPW-aJOW BF Oo} JeWWeY 
5,104] snipe a, jjads 
SuIyqUuLYyS, 3} as7) “Ssayasn 
Sf Sats at) Uy] [/O158 FL 
‘e726 jxau ayy usdo of Aay 
BUDS 34) asf “(WOO PELiy 
oy) W! APMUOOp WoWOg ay) 
Ybno1y o6 ‘auo aney 4,u0p 
AoA p1) WOO sy ayy po Buy 
-U83 #Y) LU) 33e6 ay) uado of 
Aay opel e asp ‘abpig ayy 
550.58 ASy 8045S ayy j>a]/;05 
‘MMB Papooy ayy Of s|jo4u35 
BUR J8AMOd sis ayy aArb 

PUB WOU 1541) 34} po doy 
au) }@ Aemioop ayy ybnoyy 
OF) US}SUOW BSs 34} UO 

| eds 23,06 juedies, ayy acy 


‘jjeds Burmmuuys, e& | 


‘SOPI)-UEW JO [JN Woo! ay) WI 


396 0} sa}su0w Kay | JOOP }au085 Oy) JO) NO ada Ue daay (jasayM ApjIeMe Janos 


-uow AaB ay} yj 


“SIP 0) NOA BABB] |/,0M JN ‘Pueys! Asa SIY) UO J9}8) Bay 
| “SLUOS |jads ay) 85N 0} Peau NO,) "Jsay> ayy Wo jjeds jem 


SACLAY, FY) PUL YIO/WaY 34) J>a;pO9 MOY "ede Wuesig, 
e Bulsn saque nod wool js ayy ul sdez pid ayy Aonseg 


Sa 


‘Apdwia 5] jVe1} ayy po 
Pus oY) Je S949 ayy Se 
Pog pucses ayy Buigybiy 
494309 4,U0g “es ayy 
AAO|/O4 PUE LaSoW noA 
1fO.9 35414 OU DYBIy Aay e 
peou nod 4) “oun Janod 


OY} }29)//02 Qsaup e | 
pue pjo6 jo sayanod jo | 


[/ny} Wool F oO] pea) (esp 
3SU1} @UL “Qa sJsapids 
ay} puckag soop ayy 
vado of Aay JRALIS & Sf) 


+ ¥ . om 


“dows ayy apis 


“JNO |/04) OYyY 03 ssed MOYsS “jeIOd F 


Jay}ia YBnoy) ssed pouues oy se 
JJePwuyay ydeoxe saqzevey? Aue 03 
eGueyD “SpPeoussou9 ay) JE BALE 
nod [HUN ebeyia ay) yYBnosyy 
WIEM ‘[/0195 auNns Jamod ayy 154) 


‘PUOWEIP ou -199 Pue asnoy puocres ayy s28zUq | 


pul nod yun “‘abe,piA ayy saquea of (1) Puce 
PuNnoue JUN UES MOA JI) aay PD OG ayy Aeg 


HEIMODALEL 


*‘PUB|SI OY} JpO 

ARM & PUue pseu & 

nod ang pj,au Wines 

U] PUP WOO! xeU 

a4} Uj anbiy papooy 

oY} O} HPO] WAY 

au} AID "/eyseped 

ayy 7O do} uo WOW 

jamal ay) ye6 oj [jeds ,uoIsuatsag, ayy asp "jjeds 
S024) WIes!1Qg, & OSn aqua MOA woos puyy) ay U| 
"UMOLS Japlo au Ul 

sped sunssasd ayy vo Guipeasy Ag syid ayy sano leas 


ee ' ST a 
. = 


i 


a < _— 
a. 
a 


‘(Jue HY 

5,J0y) Pull Ue? nod 
MOpLsq O} ssa] Jo 
KIS Peeu jj,n0A) apis 
48430 849 UO [pouss 
aun Janod ayy 

dn yaid 0} ssouse 
WIE PUE LUSeYS | 

ay} apg of jjads | 
OVE PAaY, FY) S57) | 
"103 ay Bunyyiy Aq 
[ads ,uoysuecsedg, 
ayy 326 pue 

[ads ,UoWepAay, 
au) pul 


‘seed 

2 nod 3016 [ja Ue 
Guljeoypun-MmoUu oy) 
“SAYEUP at Wold) 4ULIp 
Pues /E}sepad ayy of 
H/EM “UEW Bueo) ayy 
UIA WOO! ay) Ul ‘pasu 
noA GuiyjAue Ang 

Pue (NOA Of a5n JayoO 
OU JO $,31) doys auy je 
auiyddes ayy yja5 "abe | 
-[LA 3) J3juUa of (auo 
eAey nod Bunwnsse) 
U/OS JSAjIS & dn ybno> 


*}530yp ay) uw 19BBbep saa | 

“[/5 © aq Ppnoys auayy - yy Uy) UO Od ay) WIM Woods ayy 
ul [jads des) j3030Qg, © 8sfF *|)0295 aun Jamod ayy pull 
oO} jjeds ,sdeiy a}ag, 2 asn sapids & Aq paysnque aie 
NOA 234M WOO) 844 WU] “WOOd psu ay) Ul des yd puo 
“205 OY} SJEAQIEEp Of jjads sdeuy Wuesig, & asp “jjads 
es) WES}, & JO desl a3aqg, & Asn WOO! [KeU By) 
Uy "dey yd Ys41p BY} BEAIPeap OF EDBIMS BY) UO pueTS 





“weeds §,1Aa44 O]N0 | 
Sspuey unod jab 
0} [eds ,Buryuiys, 
auh asf) pasey 


‘pep ayy wos Bu | 
“Ty © PUB gd OL 51306 nod Ye - 


“aydde ue nod aai6 


“BBa s,uoBeap aua 135 “y 
PAs “UUIje@u UF ‘Our | 


ul UONJOd © PUE Ss]jouDs sazyy ayy yp, 









EUNP] sseppoy 
' #4} 03 Agqna 


aunses} Aue @ye} 03 Ay JON og 
‘aoe | deny ayy Aq Bugis uew ayy 
a4} any “Aay puow WIG4) SIE]4YISU ayy aHEY “emp 

“EIP OU) YT qamn a4} 09 SSuUO}sWaB ayy ani “Lay 
$,d3apids ay) pucdag ee FALIS © RIA Oe psu oy] uado 


WOOd 34} Ul JOOP Jau2e5 ay) pul | 
_ PUP 73] 34) UO asnoy au] 4agUg (1) 
| weds wes nod 41) 4D OS [jO43 aUR @Alty 









JOOP ayy uadg [ 
“ABMJOOP jsOW-1a} 
a4) YBnouys ye 


cs 








= 


‘He}su0w Ayseu 
Apeinaqed awos 
PIGAE 03 Ul awed 
HOA Aen ayy pueys: | 
ay) ®APS] "SWwoo 
OMY JxeU ayy 
| Ul uonod asojaun 2 
Pur} [JJM MoO, “uosp 
“Ne? YB ayy wiosy 
seu0}swab ay) aye} 
pue Aemsoop yay 
242 YBnosuy yA | 


/UOLpe|aAay, 
34} 35n pur youd & 
Pus oO} 0} WE 
*(au0 BABY nod I 
Heads sajj1y yue6 
& #Sn) que;6 
34} [/!M “Su00s | 
Pay} pue pu 
“235 ay) YGnouy) 
uo 7YyByesys vey, 
‘WOG) Sy ayy 
$0 746) sey ayy 
uo ABMJoop ay, 


4yGnosy3 s) puer6 a a. 
oY} 0} aynod ayy 
"93 payed 


| stew) AyesiGew ypu 
diys ane, -asardyynow 


oy} Bursn y1 mojq pue 
WjOY ay} OF Hye “WuSseYD 
3Y) $5043 03 |jads 
OMEVOdaa), ay) asp 





“hay 
PUOWEIP BY) SHE} | 
Pue jejsapad ayy 


UO JOWYaY ay) asp 
"WOO 1511 OY Ul 
Seu ay} wo jjads 
ANEM, 243 18D 





jAydwia Ajayaypdwos s,4 
~ 49QWIEYD 51010305 au) Ul jsay> ayy Bujuado 
430" 3,U0g "[jads woe odajal, ay2 128])05 | 
‘sjujod uaz Aq asojauns AOU} FSPOIDU PPA SID 

~ [9 SAN WO4) YULIp Jaj2e0Y? UDee yay 


“SPOD 34) $0 Fas 94) au) O85 03 sySE OUM URW 


“SPIOMS 943 03 514) MOYS “JaUbIs ay) aye) pUe 
43}U3 NOA Wood 4s41y ayy Ul erp a4} JEapag 
‘SBurjzes auojauns ysayBiy ayy UFIM. S482 RYyD 


aaJ4) 84) Jo dn apew sy Aqed WOerojdxe 
4noA eins ayew ‘yno Buyjas Bog | 





‘doys ayy 


wod, paau nod Burygdue | 
wo dn 42035 "[yeEM ayy UO 
speay ,s]/Nq omy aya YIM 


WOO! OY} Ul Psa ayy 


wody [ads ,woIejaray, | 


2) PUE aL ayy Jar 





‘Mad yynow 
4} ayey “|jads 
AUELDUESIG, 
a} asn 

PUe WOO F5414 | 
oe} Ul asnoy 
ayy 49jug 


@aey $O suagsis 


au} o7 66a 
$,U0B6eup pue 
ajdde ‘ase; 
“NDOU ayy aAPE 


J00p |xauU 
ayy uadg 
[lads 227eM, | 
#} 35n pue 
Aay saayis 
& U}IM JOOP 
ayy uado 
“FS3Y> oy | 
Wow [Jods 
AUEYIUSSIQ, 
ou} 706 
pure Aay vos 
UE UPL Joop 


aa 















































| 
7| 
} 
i 
‘ff 
[ 
}| 
‘| 











-saddad | "eds ,uonepaaay, 
po ysnod ay) ayey “yp ey | ay} dn yaid pue 
 Apdwuia ayy ul sauojs yo.  fensoop yyBu ayy 

Beq ay) asp (pueys! ayy 6 yGnosys qyeEM Weds 
Uo puey nod vaya noA ! des a3Aaqg, & 
po peaye yybresys Ae a5n Pues! ay} OJUO 

-100p ay} YBnosYy) Hye AA days nod se woos sy 


‘Buu saayis 
3} aye] pue sad 
-dad ay} asp "}! ul 
ays ay} YM Woo 
ay} UI pesyyseu 
ay} JO JuUOW UI 
pueys ‘AeAJOOp ay1 
yBnosy) pue woos 
puosas ay} UI sqam | 


‘apis 49430 
ay} UO Jsau> 
ayy wou jpads | E : 

MOME/PAaY, il = Ta . ’ 4 
au} pue . . - <y 
Buns vanyis aun | i.’ A ‘ 

339))/05 “sa22m 
8) Ao Wjed e F 
«(RAS of (ou 7 
Aq wa, po sBeqg | 
DAL) JO UNOY | 
SARY Pinoys © 
nod) sauojs 
“BUN au) asn - 
pue ApAoop || : ce — a | ; aa ’ 
ayy yGnony | .. 7 i Wa e “ = 7 
SIENA "3594> | = 
ay} uedo pue 
O43 ay} pure 
HEMP oy IM 





” 





144) uy) uo 
ABMIOOpP ayy 
yBnosyy HIPAA 
"SHuls JAG 
aU} a5n pue 


OOS Peau ayy 
ui sdays ayy 
0} ¥JEAA “Woo 
puocsas ayy ul 
jjads jae, 
ay} asn 





*jads uojejaaay, © 
& Pue pooy auios 
‘uonod & pul |),n0A Ay 

-/@njuaAs pue Aemioop 
ay) YGnoiy}) om (746i 

a) UO BUG at) |/1) 
SOU0}SOUNI SUIOS JaRLe 
24,NOA fi) $/jOs3 aaryy 

Buyulepuos Wool ayy Ul 

1/943 S|/ppyw 9yy yYyBig 








ispoy ay} 
pO WOS - [JEPUaH 
sugI}e/Njesbu0D 
jpua ue Je 1 
ysanb ApyBiw anod 


LS: ee Ly 
Ul SOUIPIANS ayy 








|e) puosas 

ay) Wo sauoys yo Geq ayy | 
PUe jes} Ys4y auy Buje ysay> 
au} Woy [pads .a2eKA, YU 

PayoD ‘swisey> ayy a6pug 

0} Syjads ,uoMejaAay, ay} asp | 


UO PUE PS “Wood 
yxau ayy ui Bun 
JaAjIS 34} 2396 of 
"WOO 1S541y ayy 
ul jjads .sdesy 
psa}aqg, & a5) 


pue jse| ye dses6 
Jno4 Ul $1] proaas 
5,UIPO (Peep-eel 





eS ee 










‘ajdde ue nod aaib 





WILLY 


= 
a, 
w 
fo 


Tiel Meets La mel Pata ma 
there are a few general points that 
you'd do well to remember: 


aCe amis dates (ele Mely 
you'll get into ter-rubble. (Qooh!) 


2 Playing with toy trains is good 
ee Mii alle mel els) 
DON'T crash them together! 


3 If your dad asks you to do 
something then DO IT! The results 
will always be to your good. 

elem eels) ee | ee 


Se ee ae esa am sata (ate 
around at school. There's not a lot to 
sles e UTD ae 
alt Lee ete ae ee ee 
try are trying to sneak out while Miss 
Glass is looking or sneaking out after 
she has set the essay (though there 
Te ees) eT am dal 
Gym master). Oh, and remember to 
keep your nose clean and yourself 
s[0 ims aes] 0) -8 

hate atest eee es esa 
chez nous (that's ‘at home’, to you). 
Be a good boy by helping Willy's 
mother with the vegetables. To treat 
Ut MeO ias eel ee aero! a ee pe mes 
then cover with an Elastoplast. At 
eT AAC] hd ale e ecle eT 
dog and mow the lawn if asked. In 
the time before beddy-byes have a 
teh tLe] Fae alee le eae ee 
Tiffany’s room. 

At breakfast the next day pour 
Clare eee] elim elm eee date 
VTL ile ee Cle emda Mde t-te] ett) 
ees eel 
Eee ee LM Rael alia lle Re] ance, 
al ee ee aa eo 
limes ee Meo ie eM celta ce) 
ue eles ella rele 

At the pizza emporium buy the 
photo. When you have your run in 
with Biff persuade him to let you go 
com als] le ee i 
smoking’ sign and when Biff barges 
TR Amaia cee el ele 

elem Cem lle hima eee ete 
fe) eee lel ae lace aa 





jump around. Feed him some cola 
and watch him go! Also try and get 
elle Bienes ee ma eer le eet fe] (el emcee 
a bit but remember to be home by 
be 

Once back home you'll come face- 
nebat- [anus sl) ea ee ae) |e 
thts dae alee -h dallas) aa ee ll 
ner is ready go to the dining room... 

At dinner something very strange 
should happen! After the transfor- 
mation, go upstairs to the bath- 
room, get the aerosol and use it on 
ater ee ele er a 
bedroom, get the mouse from the 
cat's paws and return to the living 
room, Get the vacuum cleaner and 
then release the mouse onto the cof- 
fee table. When the time is right - 
ee ae ear 
Te ater et ae 

Phew! The next day climb up to 
Matt ale let ela lee) dae 
iets -ee lace dime] e lm eel aT 
eee MOL e eee Ola ela 
eee ea at el de ee ea 
Tae miee da el ane] ae ae 
use it to buy a ride to West 
aU eitel eels eae, 
Shige Male eel | ee 
to discover.) On board the bus 








there's nothing to do but sit back 
and watch the animated sequence. 

Go to the Toothsweet Office to 
get a blank form. Go back to the 
eee aa ee ems ae sl 
OMe eL ees adm meee 
to get home? You can try poking 
around the Plumbers’ Union and 
Sludge Works but to no avail. Go to 
the bar and try to get in. When the 
gang turn up throw the bomb at 
them first, then use the wrench on 





arma eee ee 
Office and ask the Japanese family 
stm em ele icele] ilar) 
Nis et Met Lhe ae eg 
SAU iree lle Melee MmCem etree 
Fhe 

The next morning go to the tree 
hut again and give the T-shirt to 
Dana then head on to the jumping 
competition. Telling you how to win 
eI ee MCs let ee eet 
aM cela Tele ea mal) aie Me ea 
with a little something. 

Upon winning, follow Horny as he 
hops into the building where you'll 
promptly be captured by the guard. 
To escape hypnotise the quard using 
the chain and dogtag and the cor- 
elem dale ee 

MOG] Maas en co aE ag 
where a boat should be waiting for 
you. Go to the house, enter and talk 
to Arthur. Sneak into the dining 
room and listen to the TV and the 
conversation between Lou and 
Wess Le eee 
the dining table and take the table- 
cloth. Go to the entrance hall and 
place the cloth around the suit of 
armour. Knock the armour down 
and pick up the helmet and map. 

Go into the kitchen. Throw the 
goblet at the cook - ouch! - and 
alata) ee lel al ale tee 
ter behind her (it’s in the pan) and 


eh tate eee el eee er eae 
the entrance of the kitchen then 
TF) eme em ee ee 
get to the cook, get down and place 
ai ee td 
frogs using the control panel then 
make good your escape. You'll get 
captured but somebody should help 
rLelte 

Go home then set out for West 
alee) eee ee a 
ate er ime Litem ce an co ate lele ld 
Record the horoscope then play it 
back to Ray on the telephone. The 
OU eee eons ee 
the booth. (If you need more of a 
hint look closely at the buttons.) Go 
com ieee alee ae ea 
ticket and take the calendar from 
ate 

cto ee ae | 
cel ee 
get the security card you'll be dis- 
covered by Lou. Use the plunger to 
te) Mae aren mda eee PC ce 
Vet eee lie me mag ee Cece ae ce 
men. Show the card to get past secu- 
DATA Ue eR ee ade 
go to the control panel - open it and 
Ue ela 
proper sequence (written on the 
map). Turn the switch when the 
PIs Le em mates lm eee 

Turn on the panel then type 
TRAM to go to the conveyor belt (oh, 


and try to avoid the quards). Stanley 
will try and kill you with his hat. 
Duck at the right time then pick up 
his hat and hit him with it. Jump 
onte the piston when it goes up and 
you should find yourself in the tun- 
nels. Use the map to find the toilet 

te cet mele id 
yoyo to knock Lou and Lorna over, 
then flush them away. Hurrah! 
Everything is solved and Willy 
becomes a hero - in more ways than 
ada en 
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BU RCE ame l aC wel mite 
Tet a ec || 
Lie 1Et ie Rees] eee ef ts let 
turning and shooting is another mat- 
ter altogether - it's all too easy to kill 
a few innocents by mistake. 

It's best to take corners quick and 
le ma Der le lsic a eal sles lee 
cise with your shooting. If you slow- 
ly edge around the corners you may 
be shot by a baddy you can't see yet. 

PE t-ee) iae lal e  le| 
through the air and try to shoot bad- 
TS els ue Ca) e)s] Tee 
it entails some sharp shooting 
between the arms of an innocent 
bystander. 

ee ele ema eet ae) al dee) 
PRL es (ame al me em carats) 
to be too jerky and erratic in your 
movements. 


ON THE ROAD! 


| For faster driving and quicker 
acceleration try to avoid unnecessary 
swerving or turning. When you've 
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Best film tie-in ever!?!? Well, for what it's 







taken a corner try to straighten up 
as quickly as you can, then acceler- 
ate without moving the wheel. 
Stick to the tarmac! Short-cuts 
across the countryside may look 
quicker but they usually turn out a 
lot slower than a road route. 
| When trying to ram the escaping 
perps van smack into it as fast as pos- 
Tete maa eee) | 










by hitting the SPACE bar. This will 
keep the time you spend in range of 
the villains’ guns down to a mini- 
mum, protecting your valuable effi- 
tS 

Vif you lose sight of the target vehi- 
aCe ee ela aM else sleds 1 
Sale ates | paces eagle ee ae 
idea of which direction to take. 

» Connoiseurs of quality driving 





endorse the keyboard as the best 
way of accurately controlling the 
et eee a) a ee 
KEYBOARD! For a sneaky aide 
choose the JOYSTICK control option 
but carry on using the keyboard - 
the handy automatic steering recen- 
tre will now kick in when you take 
your fingers off the keys. 


IN THE AIR! 


The helicopters are the most press- 
Tal Re ee eT 
Vite al Berl aol alee esl ata 
tomas alec alde- 1 ele (eae Medal i 
first. You can then pick off the 
Sitel ate Bele ee ae aC ee 

» To get rid off the helicopters, fly 
Straight and fast for a while. 
Lemming-like the helicopters will 
eMart ee mela ea a Mts h oes] e) 4 
to a stand-still and turn to face the 
on-coming ‘copters. They'll try to 
match your speed and so just sit 
there in mid-air, allowing you to pick 
them off one at a time as you fall to 
the ground. Remember to pull up 
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it's worth, | certainly think it is. But it’s harder than 


a ues Me teehee lela eae PT 


. PT to you. How nice. 
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and away if the ground's getting too 
ate aC ads TL 
ing to track the helicopters on the 
eh mela 1 ET a 2 ee 
® To take out the ground forces 
make sweeps over them, starting 
high and slow and diving in at a 
roughly 45° angle. When you get 
your first target lock accelerate 
ED ne Alls el adele] ee eel 
eel em ale pele -m ele ma mele male al 
again turn and prepare your next 
Pras ae 

® For the best control thase top 
geezers at DID recommend you use 
dat Mice Male 
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CP Re eee eee eds 
ela lat ome hele MeO ice lee Mma Tare 
kick, then plan your attack depend- 
it ee ate] 

® Otomo has three swords, and he 
loses one every time you hit him 
while he's got it in his hands. He 
then reverts to hand and flying kick 
ae) el Le 


In the OCP 
eee 
te 


as high an effi- 
Pata ee 
eee 
four terrorists 
ftom et eel ial 
ae a 
one hostage 
and your mis- 
ee Teele 


ere ma 





® Only shoot or get your gun out 
when the moment is exactly right 
(i.e. when Otomo’s not too close) or 
he'll knock it flying out of your hand 
- and it’s the anly one you've got. 
bal elt ce eee em 
OR ee LACM Cte 
sword moves. Approach him just as 
he’s performing his last move (a high 
kick), knock him over then stop and 
wait for him to redraw his sword. 
This is the best time to shoot but be 
ieee |] ee eae] ae ee 
gun as quickly as possible. 

® Getting Otomo trapped in a corner 
is when you can really lay into him, 
sIOLMe lel sagt ]*) sla ee 
a | 
SU eee ae 

® Try to make sure that when you 
Taam] Mt Mee eee ag 
not. Over-exertion reduces your effi- 
a 

® Once again, the keyboard gives 
the best result when in a scrap. 





RM ita trite em em De Coe te 
eR ee mM me title a | 
high. In the larger rooms there are about four 
or five ReHabs all shooting at you at once - 
but don't fire back too wildly or you'll shoot 
Pe ee ee ae 






























7 


When trying to 
eee ee em a) 
ue ey 
maze head for 

i ee 
lem res tt mul ce 
ing places and 
check the audio 
eter) ste tO 
ee ee 
the tone's get- 
ting higher) or 
eee eee 
Speed is essen- 
tial so don't 
waste time seek- 
ing out all the 
eee el 
find Lewis be 
sharp taking out 
es) ut ee 
- 


a md 
ee es or ome ee 
Pm le ee 
floors MacDaggart is on, There 
are 175 rooms and only a limited 
te a 
Use ee) 


valuable sec- 
onds 
looking 
around 


Sa] 
ele te 


Alright, alright, so these guides and maps are all very nice but some- 
times what you really need is an old-fashioned honest-to-goodness 


cheat to get you through those really tricky bits. And, by crikey, here it 
is. To make the Kevlar copper impervious to all damage simply hold 
down the right SHIFT key and type in THE DIDY MEN (with spaces) at 
the start of the section. Bear in mind that you have to re-type this 
when you start a new section. 
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To start with collect all the yee 
the sticks and the bow (which can be 
found to the far right-hand corner 
of the woods); you'll need these 
later in the game. Follow the path, 
collect the two torches at the end of 
LM le mele iMac ls Mes ay 
dungeon... 


THE DUNGEON 
LEVEL 1 

Collect and extinguish all the torch- 
€s YOU come across (do this as a rule 
MC al Tae 
Collect the three silver coins. Move 
over to the door and pull the switch. 
Proceed through the doors. Collect 
the stick, the bread and the full 
Ean ae | a sO -alas yt alae 
the skeleton kill it with the sticks 
Clalit le]C mn Ts ae Bay 
from the nearby fountain (always 
SAUL le ee ala a Tare 
can) and fill up the flask. 

Collect an additional flask fram 
the hole in the wall by using the 
ola Semele) (eee 
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you're having trouble getting started in Domark’s 
OTS CRU mL mila CMa trcmn reli te ities 
eC R ie mM eB cate 


collect food). Look for a secret 
switch on the wall and push it. 
Collect the strength potion. Now 
open the lock with the key and leave 
a torch by the gargoyle (it’s a light 
sensor) in order to open the double 
doors. Now walk through them. 
Leave a weight on the floor switch 
ahead and enter the room. 

Inside you will encounter a skele- 
telsP Smale) t-te mdal Batlle Relate 
chest. Now leave. Proceed around 
the corner, drink from the fountain, 
FEVER eae ite melt eet stg 
switch and go through the double 
doors, avoiding the skeleton. Once 
at the doors pull both switches and 
proceed through. Collect the apples 
which can be found in a corner of 
the corridor. Once at the next set of 
double doors, try to avoid the skele- 
ton and place on character on each 
of the floor pads (it's also possible to 
leave a dead body on a pad, as it 
weighs the same as a live ‘un). 

When the doors open move 
through. Pull the secret switch by 
the side of the small door, collect the 
UE ete eee apm ite celel mea |e 
the key by the fountain and open 
the double doors with them. Kill the 
skeleton you encounter. Collect the 
atti Tillie lea ele sie ait 
aed al Bp 


LEVEL 2 

Collect the key. Buy the light spell, 
pull the switch and proceed through 
the double doors. Pull the “Pull” 
switch (surprise, surprise!) and send 
only one character through the tele- 
eel aC eee ee las a dat 
corner, Have a drink. Pull the switch 
in the far corner and leave via the 
ect) ele) a ce) 





SHADOWLANDS 


Fumble around in the darkness no longer! If 
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Open the portcullis with the new 
key. Do not pull the "Do not pull” 
lever (sometimes you can believe 
everything you read!), Have a drink 
and collect the food. Throw any- 
thing over the middle pit onto the 
weight switch, which will cause the 
middle pit to be covered over 
Extinguish all light (due to the light 
trap) and collect the chest from the 
alcove using the spellbook and the 
a 

Exit the room in the following 
Cee eda steed] |e 
tLe ee elma eee me dale 
Tae T Cael eal eT ated eat 
VE hea Te lee 
the back will be transported into the 
adjacent room - leave them there! 

Go through the now open door 
with the first pair of characters. 
fe] ai mata lal da tae telat Mele 
the weight switch. Now go back and 
eR eel ese ates tesa 
Ra ett a a leelate eT mtpt 
els dem elm dcr 

Kill both the skeletons and pull 
the secret switch which will open the 
next door. Collect the shield and go 
past the gargoyle in the dark. You 
will find two pits. Throw a fireball 
over them. This will activate a light 
lt sie ecm] dal Male eel mast eae) gate lel a 
The pits will then disappear and you 
can proceed to open the lock and 
the portcullis. 
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any item (the third chest is recom- 
mended). Go through the door by 
placing something on the weight 
switch. Recharge any depleted items 
at the altar (this can also be used to 
oie a elle ele ee 
drink, pull the switch and exit the 
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Meee me Meee Ties elm iC) 
outside of the door. 

Now either kill the Valkyries, col- 
lect the gold coin and open the next 
elele mite M emia h alee eel 
around and stand the characters by 
the sign “Says nothing. Reveals 
much.” A secret wall will open and 
you must enter. Collect the chest 
Te Duel (alee a ea 
to open the double doors. Send one 
character down the right steps and 
the others down the left steps into 
aM 


LEVEL 3 
Walk the lone character all the way 
tom itemcel emi date eee mers 
end). Now walk the other three to a 
secret switch between the second 
Fae Mialicemur im ceca see Plo MaCslamsleidal ig 
Ta ee me et 
secret switch and rejoin the single 
party member after the secret wall 
Em) alee ae mar mae] | Crate) 
all the items. Carry on down the cor- 
ridor. Avoid the last floor switch as 
this will warp you all the way back. 
Make everyone read “This mes- 
sage is for everyone”. Spend your 
coins and collect the chest - it takes 
a while to appear so hang around. 
Stand three of your party on the 
eet mater ea ea A 
napped but don't worry, you'll rejoin 
them later. Check each of the three; 


sate 
mate, Once in the cells, look out for 
rats. Food and water is available and 
can be obtained by collecting the 
key by the doorway to the “Bread 
Fe Ll a a 

aides el eee 
the key that has appeared, open the 
leftmost door and take the 



















‘Waterball’ spell. Have a drink and 
ae ah sels) a ee eee ee) 
through the small gap in the wall, 
which is the first gap to the charac- 
ter’s left, and kill the firedemon with 
the Waterball spell. When he dies 
one cell will open and one of previ- 
UU een ee 
you. Leave the room the same way 
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es - Y wa ay a 
hae ad ra re) 
ee a aaa \ Tu Aa ae eC) 
MN ae \ right around the portcullis and 
F * \ Tae a eae visual hacia al 
A a , ree 
Benetor Sis i eae] Ge ge 
Relea ee " elelac miele Meats] | Lele ls aC 
| ee) ee | eh | Throw items into the teleporter. 
, \ These will warp to a floor switch 
"parame dire ai aeons lasing ate ian ums Ue Lee aan cel 
oe) | = ee op ee items back and pull the switch, open- 
A MeaGIF LRL Let —e ing the cell. Now leave - the party 
-) Sah ee Ba, : ar Lp ey i should now be made up of three 
=| 10 e18) — ee | alle lates 
a -fatel e \ Paes, ee aL 
) WOTER \ la aurea Ad Lacs eed aL CMs slg 
Mae ots) ot = . a the new corridor until you reach a T- 
; , Po ust EC Rm ia 
| eaacraabocticabneiun Sita salons ioe etre Ga) ra ae ene 
1 ¢ th ' elie ns] -lemagl Ba om sli 
X ‘ tains a key and some coins. The key 
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GET THE KEY IN THIS CELL (by 
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al mlleld mee iba lal cals |) a oN 
the cell key in the lock and enter the 
dining room. 

Pull the switch in the corner 
which will open the door, Buy some 
food and get the chest. Have a drink. 
Now enter the Master Switch Room. 
Whatever you do, DO NOT PULL 
SWITCH #4! (it'll let all the monsters 
TPS ateie- aye ip cat ts 
1, 2 and 3 to open rooms and collect 
the key (send someone in and wait 
for the key to appear - do not 
eile MC OT te ele 
last room and descend the Pa see 
the next level. 
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LEVEL 4 

Open the door by using the switch. 
$end one fighter into the room. The 
photoreceptor will ‘see’ him and will 
open the monsters’ doors. Try and 
CT mela ae) eee Tae 
Kill them and keep an eye open for 
Ta ee eae ae cat Tot || 
the monsters out at once. 

Oli ee Miletus we laet haat) 
Pt eae ee aes) act 
group through. Spend a coin and use 
CeCe MO ar Tail lat cae dal ty) 
send men into the teleporter, leav- 
ing an item on the floor switch. 
EU eek tia diel ts] 
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lM ts lela comm ear esta dat 
“One each” room, Send your men 
into the corridors one at a time. Kill 
the skeleton and collect the key. 
Use the following key combina- 
tion in the four locks to solve this 
corridor: 
Key 1 - Lock 4 
Key 2 - Lock 3 
Key 3 - Lock 2 
Key 4 - Lock 1 
ACs Male eee Rae a ica ital et 
outside to free adjacent characters. 
All four keys are not needed to solve 
ale 





To solve the next corridor two 
teams of two men are needed, as 
each team helps the other to 
Progress further. Use the following 
combination: 

Switch 1 closes Pit A 
ite eee tee | 

Get everyone through, stand Lire (satan 
er on the floor switch and walk 
under the portcullis. Go to the 
“Mystery Tour" switches and get 
Tre mes Rel ei aan ee 
B, Cor D) each. Depending on where 
each character ends up do the fal- 
De Tce 


A - Light both photoreceptors. 
Keep light away from the doorway 
as invisible receptors create a 
tele) |e mt el 


ees) lem eerste aie) 
torches and exit. 


eee gag eaten ai eat 
skeleton and leave all items on the 
“Please give generously” slab. Go 
through the door and proceed 
through the second door. (N.b. NO 
items can be carried through but 
don't worry - you'll get them all 

sr Ta as] het os |e 


es am eagle ile) 
Cer mgt Ms le-rad tela ie) ij] 
[tel eek rae | ale gt 
door will open. 


Use the collected keys on the 
three locks, wait for the doors to 
open then proceed down the steps 
to the next level... 
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Look out for solutions to theater 
Teme arte Tale ame me sta ase 
uae mle 
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Is Bartholomew J causing you no end 
CE Eee ORCA eT Ts) 
longer be an underachiever and 
proud of it. Simply type in COW- 
ABUNGA on the title screen for infi. 
nite lives throughout the game. And 
Lae lel auld eel a el a oT 
EAT MY SHORTS on the same screen 
meee iGo a ete age dat 
number keys. Aye Caramba! 


No messing anout here - just type in 
PSBOY'S on the title screen to receive 
infinite credits. 


mmole | lla Mauls eae ce) se 
notch platform blast - on the title 
screen type in THE PERFECT KISS, 
ELS Me mala l ele ae eye 
leit) aa eee 
tah se 
SOULPSYCHEDELICIDE (a line from 
an abscure Prince track) will award 
Te eater) a me 
try ITS NOT ALL WALKING during 
play to activate a Rick Dangerous 
ae dele ea il 
active you can skip past any level 
tel) eae le ae eels OE aes FT Pe a 
worth remembering that these 
cheats are exclusive, so only one of 
Malus: ee eee 











Yes indeed! A veritable constellation 
of cheat modes here for this top 
blaster. To activate these, simply lag- 
on to the Intex computer on Deck 
Two and type in the following for 
the relevant effects: (PS, sorry about 
the rudey ones, those Team 17 guys 
are just such a wacky bunch and you 
may like to skip this bit if you're of a 
nervous disposition). 


| CANT BE ARSED TO PLAY THE 
FIRST LEVELS - Skips to Level Three. 
IS IT TRUE THAT ALIENS SUPPORT 
NORE t cma Caen r) el 
PISSED AS A FART - Special come- 
dy drunken mode! 
® THE IRAQIS MADE THE WEAPONS - 
Makes the player's weapons rather 
crap. 
® SALMAN RUSHDIE PLAYS ALIEN 
BREED - Makes the player invisible. 
BEWARE ALIENS SPADGE HAS 
DROPPED ONE - Makes aliens run 
away from the player. 
® PITBULLS ON THE LOOSE - Makes 
ares ade ea 
® ALIENS ARE FAGGOTS - Gives the 
ED meee hap 
PUFFNUTS MODE - Makes the 
Eat elm 
®» BEN JOHNSON TRAINED THESE 
a eee el 
For an extra laugh, you may also like 
oR isee emer hb ae eee) 
TACT, LEEDS, SPADGE, GALLUP, Liv- 
SOO ee ER el ely 
CCUM Mui est [ee 








Chill out Dickwad and type in this 
at ae Le] 
alr ie Rte L| see lO mee te 
playing problems! Pause the game 
during play, then press every func- 
le a ee eet ra ae 
ly. Now upause the game by press- 
ing fire and you'll be able to skip 
levels simply by hitting ESCAPE! No 
problemo! 


ET dal meses [ee Malt secrete 
i]s] oe al Mcem i -meelaetyelslals lial e 
race 
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Press SPACE to pause the game, then 
type in THE REAPER for infinite lives. 
acolo Metta as] lela a) 
using key F1 through F7, while F10 
CT eee cell Lae) |e 
and if you pause the game again, 


the L key will skip levels. 
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This isn't exactly a cheat mode, but 
it's a handy hint all the same. If 
things are getting on top of you, 
simply select the Game Options 
Tat aime aco eli tel Cy 
eRe melt ae Ma lare te Te aT = 
computer will do a much better job 
than you, getting you back on track, 
Tem el Me me rls aaa bea) 
back to Human vs Computer to 
Cees Liem dal stl a 
LE Miele mia cela mates Mea 
DMR Um CoMs lela slcelsl ta aes ltd 


with a bit of a head start, the code- 


ADKIUCMCZNDIFINL will give you a 
eT Eee ds] -T alla te | 
Pa te 








oN Esai eles) ie] are em OT) mera) 
is reached by ZXSP, while LVFT gets 
you to Level Three. 


ne el ae Micon aM (ela tee le 
table for an invincible Dizzy. 

ei Pd ; | 

Pause the game, type in NCC-1701 


ETM am el mast mre] 0 at 
infinite lives! 
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The codes for the later levels are 
oo eee ee] od) ae 
ean ae 


ines 


KNOCKDOWN 





ee) hehe a eel ea 
the game to activate the cheat 
mode. With that done you'll find 
a eee tee orc 
PCE ae Pan ee ta 
responding round number. In addi- 
CAR De eee cae gt 


5 em 

LF Grudge Round 

c PE Cedi 
Cli: 

R-R-R-R-REPLAY! 


ele eae eee leek 
Tamers leo al ae] ete] eR bee bs 
it's listed in our Ultimate Amiga fea- 
ture this issue), you'll find this sec- 
teem ee eee eer ed 
handy, as it’s absolutely choc-a-block 
with a quality codes for your cart. Go 
on, give ‘em a whirl! 


It couldn't be simpler. Plug in your 
Pva delimit Ole) elem) e mag mer: alee 
ee ee ace al a 
ei EMAL cen malcom dams |b 
eee eT hd eae en 
the required line number, then hit 
RETURN. This will cause a line of 
numbers to appear. Change the first 
number so it reads FF, then hit 
RETURN, then ESCAPE, then X fol- 
lowed by one last RETURN to get 
back into the game with the cheat 
activated. 


| Do you have a thorny problem? 
| Is a particular part of a particu- 





_ be providing a special Games 





THANKS TO 
THIS MONTH'S 


KILLZONE 
KOMMANDOS! 


No surprises here, this is where 
we give an honourable mention 
to those brave gamesplaying 
men and women who gave their 
lives and a 22p stamp to ensure 
that the rest of you can enjoy a 
better life. The flame of your 
fighting spirit shall never be 
extinguished... (cue The Last 
Post) 


THIS MONTH'S ROLL 
OF HONOUR: 

James Baldwin, Alex Barley, 
Kevin Bulmer, Shezad Butt, Mark 
Cane, Paul Entwistle, Eoin 
Feeney, Shaun Hollywood, Gary 
Humphries, Simon Kemp, Dean 
Lester, Geoffrey Lofthouse, Peter 
Molyneux, RP Murphy, Simon 
Phipps, Henry Price, Gareth 
Richards, Paul Thompson 


READ THIS! IT 
COULD SAVE 


YOUR LIFE! 


lar game giving you gyp? Then 
this is where your problems end 
and a whole new vista of gam- 
ing excellence spreads out 
before you like the dawn of a 
new day. Or something. 
Because as of next month we'll 


Surgery Clinic in the Kill Zone, i: 
to be headed up by our own | el 
resident GP Dr David Upchurch! | 


No matter how big or small 
your problem may be, WE have | 
the muscle, the contacts and the | ke 
know-how to put you straight. | Le 
It'll be a bit like Brian Nesbitt's 
Helping Hands only about a mil- | 
lion times better. So if you've ge | 
got a gripe you want clearing 

up, pop your prob in the post to 
Dr David Upchurch, Games | 
Surgery Clinic, The One, Priory 
Court, 30-32 Farringdon Lane, if yy 
London EC1R 3AU, and we'll | | 
endeavour to prescribe you a | a 
remedy. So go on, get 

scribbling... 
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PSYBORG 


It may well be set across eight solar systems 
and forty planets, t Loriciels’ latest 
really anything more than a glorified 

| | 7 and Stun Runner? 


ian 
selves on 
tion pla t's your job, as ed 
Du ‘Norton; psy-pilot extraordi- ae 9 . rhs 
naire, to scour. the galaxy and remow cas 
the spies before they are allowed 
transmit valuable Federation secre 
their superiors. 
But there's no time for a sinc 


to zoom across the galaxyin, person _ : : a 
Instead, you must use your psychi ere we have the Sol system. One of 
eneray to “trace out a path inte eight which make up the game. 
Se ere *s Pare Completion of each planet will yield 
vortex of each planet”. sassword and a charming red line 
This actually translates into a St om your mast recently conquered 
solyaon tunnels repr tina the va een logic to the order of the 
polygon tur srep esen ) q “a js, it's necessary to draw a map 
tex of each planet. Insubstantial? You member which password 
got it. to which planet. 
“WW 
Fa) 
ua 
(Above) Possibly one of the most annoying tiles to CO) 
encounter - the reverse tile. True to it's name, this tile a 
flings the player back up the path. The solution is to take _ 
the risk of driving in space for a second to avoid the tile. ad 


Gripping eh? 
(Left) Here we have some of the extra tokens which can . 
be spent in the shops to increase your speed, ability to 
withstand damage and all that. The PSY cursor — ——_ 
indiactes that the ship needs some repositioning, as ’ 
it's not really on the course as such. — 
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Hold your breath... this Ski Jump is 
not for wimps, with contestants 
leaping from a jaw-dropping 1850 
metres up. Jumpers are scored 
according to distance and flair in the 
air, although staying in one piece by 
the time you get to the ground is a 
difficult enough task in itself. The 
jump starts with the player sliding 
down the ramp towards the screen, 
and - providing you jump at the right 
time - the action switches to a close- 
up view of the skier in the air. The 
trick here is to make constant adjust- 
ments to the skier's stance, ensuring 
he's leaned well forward to cut down 
wind resistance and that his skis are 
correctly positioned - parralel skis 
ensure a safe landing at a fair 
distance, while crossed or “scissor” 
skis make for a longer jump, but also 
a riskier splashdown. Obviously, 
landing on your head won't win you 
any style points... 


alk about missing the boat. 
; It's almost as if French com- 
pany Microids has done it 
deliberately, timing the release of its 
snow sports extravaganza to com- 
pletely miss the Winter Olympic 
Games with uncanny precision. But 
then again, good ski games are so 
few and far between that a half- 
decent one is welcome any time of 
the year. After all, how else can you 
have a good time on the slopes 
without the aggravation of frozen 
earlobes, broken legs on the first 
day and intolerable waits for the 
rickety cable lift? 

Superski 2 caters for all would-be 
Eddie the Eagles, with the option 
simply to mess about in practice 
mode with any of the six events on 
offer, or - deep breath - take the 
plunge and represent your country 
in the Olympics themselves with up 
to three human opponents. The 
events are, in no particular order, 
Downhill Skiing, the Slalom, Ski 
Jump, The Giant, Hot Dog and - the 
only non-ski event - Bobsleigh. 
There's nothing complex or preten- 
tious about the game - no training 
or Management sections - just a sex- 
tet of good old-fashioned mini- 
arcade games. There's a bit more to 
it than just the frenzied joystick 
waggling that has long been the 
trademark of mediocre multi-event 
sport games. Here there's a mod- 
icum of technique, style and grace, 
as befits the nature of the majestic 
winter games, as the sun dawns on 
= the glistening slopes and... oh, 
& let's just get on with it. 
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Would you believe it? Just when the weath- 
er starts to brighten up, out comes a game 
without skiing. Reluctantly, Gary Whitta 
drags his poles out from the back of the 
airing cupboard and goes out on the piste 





me 
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Hot Dog! It may be a real Olympic event, but it's still one of the most 
obscure skiing past-times. It's also the only head-to-head event in this game. 
it's all down to style and grace, as two skijers make their way down a course 
made up almost entirely of bumps, ridges, dips, valleys and ramps. It's 
treacherous terrain, but also tailor-made for showoffs, which is what this is 
all about - as you fly off the bumps into the air, you've got to impress the 
watchful judges by pulling off fancy acrobatic stunts while airborne, They've 
all got typically bizarre names, like the Helicopter, Cossack, Duffy, Twist and 
Back-scratch, and range from the subtle to the downright outrageous, The 
more elaborate the stunt, the more points you'll get but the less chance 
you'll have of landing on your feet. The event is essentially a combination of 
style and speed, with points awarded for crossing the finish line first as well 
as performing poncy poses in the air. 
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All six events take place at various 
exotically-named locations around 
this mountain range, with each one 
identified by its flag icon. In practice 
mode you can cycle through the 
locations to play any event you like, 
but in the full Olympic competition, 
the computer dictates the order of 
play. 
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The Giant is essentially a combina- 
tion of the downhill and slalom 
events. It combines the ultra-steep 
twisty-turnyness of the downhill 
course with the slalom’‘s tortuous 
gate positioning, making it probably 
the hardest ski event of the lot. 
Thankfully, one concession has been 
made to make life a little easier - the 
gates are further apart, allowing 
more room to turn between flags. 
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The Slalom looks initially to be almost identical to the downhill, but, 
although the viewpoint and controls are the same, the discipline is much 
harder. Instead of simply passing through wide gates, the player has to 
weave through a long, snaking line of flags, constantly changing tilting and 
changing direction hard to hit the next gate. Again, there are penalties for 
not passing between flags correctly, although there's much less chance of 
crashing here, as slalom courses are traditionally much straighter than the 
twisty-turny downhill speed runs. The average speed of skiing is slower too 
as the gradient of the slope isn't as steep. 


(Below Left) Forget about style, grace, poise and all that rubbish... all that 
matters here is speed. In the bobsleigh it doesn't matter what you have to do 
to shave a tenth of a second off your course time, as long as you do it. A few 
seconds of running along behind the sleigh to get it moving, then jump in 
and you're off and running. A map to the right of the main racing screen 
shows just how twisty and treacherous the course is - every bend could be 
your last. Again, it's a constant trade-off between speed and survival, as the 
faster you go, the more likely you are to go careening off at a hairpin turn. As 
you progress down the course and pick up more momentum, it becomes 
harder and harder to slow down - the only way to stay on the course on a 
tight bend is to steer violently in the opposite direction. As with all the other 
events, you don't get diddly squat if you don’t make it to the finish line, 


___THEVERDICT _ 


Hmmm... this is a tricky one. Superski 
is in fact a very good skiing game - 
the downhill and slalom events are 


probably the best I've seen - but it's 
let down badly by a terrible lack of 


variety. Of the six events, three of dle a le 
Merriam eh) 


them (the downhill, slalom ea 
“| and giant) are just too similar [Si eT ees 
» | for comfort. Though the rules J 
are slightly different, the gen- 
eral gameplay hardly changes 
from one event to the next, 
and that's bad, especially con- 
sidering these three events 
make up half the game. Of the 
rest, the hot-dogging is prob- 
| ably the weakest event. 
There's plenty of scope for 
iit | tit age —| skillful play, but it’s just so 
eee) a | slow and precise that it's diffi- 
[ERS i : : : cult to work up any real 
The Downhill - perhaps the most awesome of all skiing events. The finish line excitement. If anything the Ski Jump 


is a thousand metres below the start line, with top skiers reaching speeds in 
excess of 120kph. Viewed from behind the skier, this event is about as simple js even tougher and more fiddly, but 
as it gets - but there's a big difference between simple and easy. It's not just 3 
a question of getting to the bottom quickly either, as there are gates to pass it works well because there's a proper 
through at regular intervals, with a time penalty for each one you miss. The ‘ 
faster you go, the more gates you'll go wide on and the greater the probabil- feeling of speed, altitude and danger. 
ity that you'll go shooting off the course on one of the bends and crash into ' a Naxie es oesn’ 
the surrounding woodland - not a pretty sight, and one that merits instant As for the bobsleigh... well, it doesn't 
disqualification. really belong in a skiing game, but 

a ma , pe After each event, 


a panel of nevertheless | enjoyed playing it more 


=. ae | ee cist antan than any of the others, primarily 
Pade >| mance according- because it's fast, feels realistic and 
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' Py Se aces PAE juntesiden really is quite nail-biting . It's a 

ip Sacg sauna pete shame, because, judging by Superski's 
vides all the nec- high points it could have been a really 

rT essary statistics - 

the time, penalties stunning product, but the lack of any 


incurred, score 


and all that guff. real variety means it falls just short of 
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* reviews and previews-dn the 
greatest Nand-held games in the 
world! 





/7,>Latest and greatest, 

“* it's BRITAINS ONLY HAND-HELD 
CONSOLE MAG - anuiit's free with 
C&VG! 


. GO! Grab it quich 
J - it's going fast! 
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The Legend of Darkmoon 





A stormy night, a magical message and an elf in distress. 
Send Chris Jenkins to sort it out in US Gold's epic RPG 
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The player controls a party of four brave adventurers. At the start of the 
g4me the player can generate a new team or import old faithfuls from 
E.o.t.B. 1. To define a new party you choose each character's race and sex, 
their profession (fighter, mage, cleric, etc) and their alignment (lawful, neu- 
tral or chaotic, good or evil). Then a range of thumbnail sketches appear 
from which you choose a comely likeness. Finally you assign points to 
aspects such as strength, intelligence, dexterity and wisdom, either by a ran- 
dom ‘roll of the dice’ or by manually adjusting each parameter. 
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T phe City of Waterdeep, anoth- 
er time, anothe dimension. 
You're just settling down for 
an evening at home in front of the 
fire when a note is slipped into your 
hand. It's from your friend Khelben 
Blackstatf, Archmage of the city, and 
it’s marked, rather ominously, 
‘Urgent’... 

So begins the second part of Eye 
of the Beholder, the epic Advanced 
Dungeons and Dragons graphic 
adventure from Strategic Simula- 
tions, set in the fantastic Forgotten 
Realms medieval world. 

If you have played previous games 
in this series or anything similar, 
such as Dungeon Master, you'll 
know exactly what to expect from 
Eye of the Beholder Il: The Legend of 
Darkmoon. If you're into fantasy 
role-playing this should be a recom- 
mendation, if not it's a recipe for 
sheer boredom as you plunge head- 
first into yet another = sub- 
Tolkienesque romp among the pix- 
165. 





At top left of the main display 
appear the superb animated graph- 
ics, showing everything from the 
gnarled forests of Darkmoon to the 
dank tunnels of castles. Here you 
also encounter superbly animated 
graphics of your enemies, ranging 
from snarling Dire Wolves to giant 
spiders, flying snakes and ethereal 
Will-o'-the-Wisps. 


Against a beautifully-drawn back- 
ground of rain-swept streets and 
dank alleys, the pensive Khelben 
reveals he senses a dark and sorcer- 
ous threat about to overwhelm the 
city. All that Khelben knows is that 
the source of the danger is the mys- 
terious forest of Darkmoon, Recog- 
nising a plea for help, you valiantly 
offer to venture there and investi- 
gate. Bloody idiot... 





Some objects can be picked up from 
the graphic area just by clicking on 
them; if you see anything looking like 
a key, a scroll or a big pile of dosh | 
should think it's a fair bet that you 
are meant to pick it up. Stones 
aren't perhaps so desirable, but 
you never know when they 
might come in handy... 





(Left) To get a more detailed survey of each character's 

| status you click the left mouse button on the character's 
portrait. This brings up a display showing all the objects 
carried, items worn and food level. Further sceens are 
accessible giving a complete character run-down togeth- 
er with details on those all-important Experience Points 
and Level ratings. This is what the game is all about: 
accumulating points, reaching higher ratings, and con- 
tinuing the character to the inevitable Eye of the 
Beholder Iil. 


To the bottom right of the screen is 
the Camp box. Click on this and a 
menu appears giving you the options 
to rest the party, memorize spells, 
pray for spells (for which you need a 
cleric or paladin character), scribe 
scrolls, set game preferences (sound 
on or off, and strength represented 
by bar charts or figures). Finally you 
can load or save games, format a 
disk, drop a character or quit the 
game. There are keyboard command 
equivalents for practically every 
mouse action, 


a 
if you encounter another human (7) character, the screen changes to show a detailed portrait ase f 
together with a text window and option boxes. This section isn't interactive in the sense of tra- % 
ditional adventure games; you can't type in dialogue and get a response. What you can do is to 
choose whether or not to enter into dialogue with a character and then, if you do, read the pre- 


set conversation that pops up in the text box. 


eo 


Meet Nadia and Joril. These are peo- 
ple you want on your side; for one 
thing, their temple holds an altar 
which allows you to resurrect dead 
characters up to three times (you can 
find your way back to the temple 
through glowing teleport gates 
which appear at strategic locations). 
For another thing, if you attack 
Nadia and Joril they'll cut you to bits 
with magic firebolts before you can 
say “barbecue”, 





At the top right of the main display appear the sketches 
of your party members, together with their status 
displays, the objects they carry in each hand and their 
individual overall healths. To engage in combat you first 
have to make sure that the character you want to go 
rucking is carrying a weapon, then you click the right 
mouse button on its icon. 


Making your way into the catacombs below the temple 
brings you into the main body of the game and here 
things start to get a bit over-familiar, as you begin the 
wearying process of slogging through the giant wasps, 
gelatinous cubes, landsharks, mantis warriors and hell- 
hounds which seem to exist solely to make your life mis- 
erable. To the bottom-left of the display is a set of six 
direction arrows; clicking on these moves your party in 
the appropriate direction, and a large compass in the 
centre of the screen helps you to keep track of your wan- 
derings. 
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(Above) The opening scenes of the 
game take place in Forest Darkmoon, 
where Dire Wolves must be fought 
off while you negotiate the leafy 
maze. Only with the help of a with- 
ered old crone will you find your way 
to Temple Darkmoon, where the cler- 
ics Nadia and her brother Joril wait to 
aid you in your quest. 


(Right) All the familiar features of fantasy RPG (or hoary old 
clichés, if you prefer) pop up again in The Legend of 
Darkmoon: magic writing on walls, levers with no apparent 
function which in fact serve an essential purpose, hidden but- 
tons, teleporters which insist on moving you to awkward 
positions and spells for invisibility, creating food, destroying 
immovable objects and overcoming magical opponents all 
play a vital role. 
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The dungeons below the Temple Darkmoon are sinister and dangerous, full 
of guards, monsters and... barrels. No, this isn't a new and bizarre breed of 
foe, it's simply an item from which you can top up your supplies. 


The clerics are very friendly and will gladly let you use their facilities. 
But are they perhaps a bit too friendly? They expressly forbid you 
access to the Temple's inner chambers. Why? What are they hiding? 








You don't have 
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Like Team Yankee, the Pacific Islands allows you to control all four units at once through this screen. 
A number of improvements have been made, the most important being the ability to stop all the 
tanks dead in their tracks without clicking through to other menus. Seems a rather silly omission 
from the first game to me. 


PACIFIC & 
ISLANDS 


The question is on the lips of the nation: T] Unit 1 SIC eee Fs 
How can you possibly top Team Yankee? 
The answer, according to Empire, is Pacific 
islands. Jim Douglas takes the latest heavy 
artillery sim for a spin. 





SLANODS 


The five islands can be attacked in any 
order the player likes, but his progress 
though each island is channelled 
somewhat. The player comes on to the 


The peaceful cluster of islands making 
up the atoll of Yama Yama have been 
invaded by renegade communist 
units. Rumours have it that the units 





are receiving support from North 
Korea. As commander of a tank pla- 
toon returning from active service in 
the Gulf, you are in charge of the 
nearest American unit. It’s your job to 
contain the problem and deal with it. 
While the it may do a fantastically 
good impression of being Team 
Yankee Plus rather than a game in its 
own right, Empire are keen to 
have Pacific Islands viewed as a 
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| stand alone thing. 


island in one particular way and can 
then only progress into highlighted 
squares from his start point, which 
hampers the feeling of freedom. 

The game breaks down into rough- 
ly equal parts; combat, map reading 
and resource management, so if 
you're into either all-out blasting ora 
head-scratching amount of strategy, 
Pacific Islands is very probably not the 
game for you. For an all-round kind of 
deal, however, it’s just the job. 









veo menu 


Inspection of the status screen is 
| the best way to tell exactly how 
| well you are doing. The top bar for 
each tank represents the team's 
morale while the lower bar repre- 

| sents damage status. 









A tank commander's best friends - his map and his radio. 
From here we can see the enemy runway (the first objective) 
highlighted with the orange square. Also, on the right of the 
screen we have the Artillery Support setup menu. From here, 
airstrikes and smoke can be set up. What better element of 
surprise than bombarding an area with smoke and shells 
before rolling in the tanks. 


(Left) The use of bitmap graphics and polygons works very 
well at distance but rather unsatisfactorily at close range. 
Once the bitmap object gets clase enough to fill the screen, 
it begins to look like a page out of Ceefax. At this distance, 
though, everything is okay. 
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THE VERDICT 


It's really difficult to must up 
any particularly strong feelings 
for Pacific Islands. It's certainly 
a competent game and a defi- 
nite step forward from Team 
Yankee. And there's absolutely 
no doubt that tank-nuts all 
over the place will flip at the 
chance of accepting this new 
mission. However, the blend of 
bitmap graphics and polygons 
is a rather unhappy marriage, 
and all the resource manage- 
ment business is just plain bor- 
ing. Where the game wins is in 
the ability to control all four 
units at once, with the pretty 
friendly control method mak- 
ing the combat both fast and 
enjoyable. However, the fact 
that the player can't actually 
change the direction in which 
his tank is travelling without 
first flicking to the map screen 


Publisher: Empire 
Developer: In-house 


seems rather daft. 

Pacific Islands is clearly 
supposed to sit in between M1 
Tank Platoon and Battle 
Command in the detail versus 
fun stakes, but despite many 
many nice touches, | doubt 
that it will successfully appeal 
to fans of either genre. 
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s I've always said, if you're 
going to entrust the security 
of your land with a bunch of 


fairies, you're going to get what you 
deserve. The once peaceful Realm had 
its idyll shattered once before by the 
evil Queen Bahd (presumably pro 
nounced ‘Bad'), and the fairies were 
about a5 MUCN use a5 a glass hammer 
Only when some REAL muscle arrived 
on the scene (i.e. you, AKA the super- 
hard Stormlord) did the situation get 
sorted 

But these medieval folk, they're 
none too bright, and with peace 
restored the slack-jawed idiots happi 
ly put the fairies in charge AGAIN! 
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(Left) Stormlord's primary 
Weapon is an axe, with 
which he is a bit tasty. Not 
only can he swing it mani- 
acally around his head to 
protect himself from bad- 
dies up close, but he can 
chuck it an infinite number 
of times at enemies on the 
floor, in the air or more or 
less anywhere. Most ene- 
mies are destroyed by a 
single hit, but some of the 
harder varieties require to 
be hacked away at numer- 
ous times before they 
eventually give up and die. 


Ye Gods! The sequel to Hewson's Stormlord 
bears a startling resemblance to a certain 
Bitmap Brothers game. But as Gary Whitta 
says, when it's this much fun, who cares? 


Never one to miss a golden opportu- 
nity, Queen Bahd has now stepped 
back on the scene, enveloped the land 
in a terrible darkness (boo! hiss!) and 
whisked away the fairies to her horri- 
ble castle. The bitch. Not only that, 
but this time round she's in cahoots 
the Devil himself no less! 

Time, then, for the Stormlord to 
come out of retirement, flex his pecs 
and kick old Queenie where it hurts 
one last time. The task ahead - battle 
through four big scrally levels (Satan's 
Palace, the Pits of Hell, the Enchanted 
Forest and Heaven itself), locate the 
hapless fairies and deliver them safely 
home - hence the title, you see? 
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(Left) Many of the 
baddies encoun- 
tered in 
Deliverance are 
every bit as 
bizarre as they 
are dangerous. 
One of the 
favourites on 
Level One are 
these giant stone 
hands that shoot 
down without 
warning to club 
old Stormy on the 
bonce, Here we 
see the player 
feebly attempting 
to retaliate. 
You're wasting 
your time, son... 
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(Left) Things hot up when Stormlord reaches the Pits of Hell on the second 
level. Not only is the landscape alot more dangerous, with blistering lava 
pits (complete with live-in monsters) a-plenty, but the roving enemies are 
tougher, more numerous and, in some cases, very bizarre. These demons, for 
example, can be a right pain in the behind. Most of the time they're barely 

. visible, and run backwards and forwards as nothing more than a vague shad- 
a ee! 6 that can’t be touched. But occasionally they'll stop, solidify and attack 
with vicious laser things. They can only be hurt while in solid form, and will 
generally disappear again as soon as you hit them, so actually destroying 
one can be a time-consuming and energy-sapping affair. 
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(Left) He's an athletic chap is old Stormilord, 
capable of walking (albeit in a strange sham- 
bling fashion), leaping across chasms, climbing 
ladders, crouching to avoid enemies and, of 
course, swinging his battleaxe about. But 
when constant enemy attacks drain his ener- 
gy, he must recoup it either by picking up the 
spinning coins certain baddies release when 
killed, or simply by standing still and taking a 
breather. 


(Right) Each level has the traditional guardian 
barring the player's passage to the next stage. 
Although each big boy is supposed to have a 
particular weak spot to be exploited, knocking 
off the Dragon at the end of the first level is 
easy - just keep lobbing axes at him until he 
pops his clogs. 


What with each of Deliverance’s levels being a rather 
large and sprawling affair, it's easy to get lost. Thank 
heavens, then, for the handful of flashing opal markers 
that Stormlord comes equipped with. You can drop one 
anywhere you like (ho-ho!), and there it'll stay, flashing 
away while you go off and explore somewhere else. By 
dropping several of them around the level, you can tell 
where you've already been and keep yourself from going 
around in circles. Neat, eh? 











Deliverance's adventure aspect is limited but effective. 
Doors won't open until a key has been collected, and 
these are normally to be found inside cupboards - so rig- 
orous searching is called for. Actually, you never know 
what you might find. Some cupboards, when open, 
release horrible little spiders that drain Stormlord's ener- 
gy while others, if you're lucky enough to find one, con- 
tain the fairies that you're looking for! 
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The final level is a real departure 
from the first three - and a bit of a 
sad one at that. Gone is the excellent 
arcade adventure action to make 
way for a lacklustre slow-scrolling 
shoot-em-up, with Stormlord sitting 
on the back of a silly-looking, laser- 
spitting mechanical Pterodactyl bat- 
tling against wave upon wave of 
fast-flying enemies. As a shoot'em- 
up it’s a rather poor effort, and 
seems a bit out of place at the end 
of what is supposed to be an arcade 
adventure. A few marks off for this 
little cock-up, methinks. 
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reen, illuminated in turn as the player col- got it. -level bad 

ind by wiped-out alien waves. The super- ge bigger ; and badder ; as the 
ws you to activate the weapons in three game progresses, but the process of defeating 
computer take care of it automatically, them remains the same throughout - avoid its 
the second fire button (providing you bullets and pump Pe big boy full of ‘i Ho 
ive joypad or suitably wired-up stick). hum. 



















APIDYA 


A shoot-'em-up with a sting in the tail? 
Gary Whitta swats up on the latest from the | eae | 
makers of Pro Tennis Tour. : ae ost importar | £25.99 Out Now 


Publisher: Play Byte 
Developer: In-house | 


black magic Hexaae, eh? They don't 

half get on my wick. Honestly, you 
can’t turn your back for a second with- 
out one of them hatching a devious 
plot to spread bitterness, misery and 
suffering across the land. 

In the case of Apidya, the first 
shoot-"em-up from the German 
geezers behind the smart Pro Tennis heal ies 
Tour and Battle Isle, a potion-stirring 2b se ae Te 
ponce has decided to put anend tothe Having ct sthrouphs is deadly 
idyllic life of Ikuro and his beloved wife realms of the back garden, the player 
Yuri. So, while Ikuro is away, the wiz- 9€ts to fly through landscapes that 


ard dispatches a swarm of killer insects Mewurhalad pin eu kee 
to do a job on his helpless missus. said that before too long the whole 

Inevitably, |kuro returns to find his thing starts to look suspiciously like 
wife “spoiled by poison” (sic) and, 2%°ther popular shoot-‘em-up - we're 

. hot naming names, but it begins with 
none too chuffed, sets out to get his 30 im and rhymes with ‘Car-Type’. 
revenge and find the magic antidote : 
that will make everything lovely again. He's in no way 
equipped to take on the wiz's insectoid minions in his 
human form so he transforms himself into a laser-spit- 
ting wasp and... that's where you come in. 

Of course, the story's all pretty pointless, really. As for 
the game itself, it's essentially a Silkworm-style horizon- 
tally-scrolling blaster. What more could you want to 
know? 


f: you what, these evil lords of 





Though the majority of incoming fire comes from adver- 
saries in the air, the player would do well to keep an eye 
on the ground - not the real ground of course, but the 
one in the game. That's because the place is filled with 
horrible litthe things, like ugly scarab beetles, locusts and 
the like, that just love chucking deadly bombs up at you. 
if equipped with bombs of your own, you can take them 
out no trouble but if not you'll have to chance it, getting 
down low and strafing the little bleeders - tricky, as 
the wasp crashes if it actually hits ground level. 
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Everybody wants to Rule the World, 
$0 Millennium has included this 
option in Global Effect. The trouble 
is, you've got to face a computer 
opponent or another human player 
(if your Amiga's are connected with a 
datalink cable). There's a choice of 
two scenarios - Industrial or Military - 
where your cities and people must 
be protected from an onslaught of 
cruel mishaps or cruise missiles. 


These Save A World missions don't 
look too enticing, eh? The Post 
industrial world has been poisoned 
by its own population while the con- 
tinual use of fossil fuels has acceler- 
ated the rise of the planet's 
temperature in Global Warming. The 
job ahead in each of these scenar- 
ios is uncompromising. Turn this 
‘down’ into an ‘up’ or you'll be 
left with a dead world. 


From here you can check out the 
levels of carbon dioxide, air pollu- 
tion, contamination, and so on. 
Judging the trends from this envi- 
ronmental and economic data is 
crucial. Planting forests can help 
dampen the amount of the pollu- 
tion but isn't the concept of a 
megalomaniac with green fingers 
a severe contradiction? Not if you 
want to survive in the future. 


TEMPERATURE 




















" | A séismi¢ stability of the area. 
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beyond your control. It’s wise 
spread your people around a se 
small settlements to avoid a 
holocaust but can make things have 
fend if you're atwar. The 
Selsmic Survey is an essential, albeit 
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ultinational corporations 
and advertising agencies 
have managed to success- 


fully tap into the new wave of eco- 
logical awareness, so why can't 
games publishers? Microprose tried 
it three years ago and failed. Unlike 
the rest of society, gamesters simply 
weren't interested in saving whales. 
The God sim has become the other 
big idea of the nineties, so, why not 
merge them together in some way? 
That's exactly where Global Effect 
comes in, Set in the near future, the 
player is dully elected as head of 
state. The basic idea is successfully 
manage the limited resources avail- 
able, balancing the population's 
demands for a better life while pre- 
serving the surrounding environ- 
ment for the next generation. The 
real problem comes from a frustrat- 
ing lack of power to do anything 
useful. Money might make our world 
90 around but it doesn't run the 
sewage plant in this game... 
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(Above) Acting quickly on information 
received from the sensors available is 
the key to winning the game. Sudden 
changes in temperature can be catas- 
trophic, so you should keep an eye 
out for potential hotspots on this 
map. 

(inset) Power is the lifeblood of any 
city and there is an initially confusing 
number of alternatives in Global 
Effect. Should you go for oil rigs, 
mines, nuclear power stations or com- 
bination of everything? It's really a 
fine balance of how much power is 
required against the varying level of 
pollution that results from each 
method. Your choice could mean 
boom or gloom to the entire popula- 
tion, 





EFFECT 


Mf you don't want to pick up from the mess of 
years of ecological neglect, why not go for 
the Create a World option? This can be a com- 
pletely customised place or one of the eight 
environmental scenarios shown here. 


THE VERDICT 


Pitched somewhere between Utopia 
and SimEarth, this release hasn't the 
class of either game. Not that it's all 
bad. There's plenty here but we've 
seen the elements many times 
before. Moreover, the appeal of these 
SimCity clones is beginning to wear 
rather thin. Maxis should take a leaf 
out of Bullfrog's book and produce a 
superb sequel, the calibre of 
Populous Il, and wipe out these pre- 
tenders to the throne. In the case of 
Global Effect, the added wargame 
element is particularly weak. The 
music and sound effects, composed 
by Richard Joseph, are disappointing 
as well. Is this really the man who 
gave us the sparkling sampled speech 
in Megalomania? The graphics are 
also a strange combination, ranging 
wildly from cute to crap. It would 
have been nice, for instance, to see some spot i siinabbets for 
natural disasters like earthquakes and volcanoes. Reflecting 
the immense problems of ozone depletion ard global warm- 
ing in real life, play quickly becomes frustrating. Trying to 
tackle tough issues is an admirable idea, but Millennium has 
yet to learn the ultimate lesson. Games are supposed to be 
pleasurable pastime, not an excuse to preach. 





Do sprites and the ozone layer 
mix to form a potent cocktail or 
is the latest Millennium game 
too ‘green’ for its own good? 
Rik Haynes investigates 
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(Above) All the usual set- 
pieces are in evidence. 
Corners, throw-ins and free 
kicks are taken by directing 
a roving crosshair to the 
general point where you 
want the ball to go, then 
hitting fire to have it taken 
automatically. Also auto- 
matic are the goalkeepers, 
who leap and dive ina 
most cat-like fashion to 
protect his sacred onion 
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(Above) On the field, the action is simple kick-and-run stuff. The ball can be 

wellied in any of the eight directions at varying strengths, and it's then up 

to the receiving player to get to it before a defender does. Often, due to the 

size of the pitch and formation being played, it's necessary to play by the 

scanner and shoot blindly off screen at a player you can't see but will hope- 

fully be there when the screen scrolls to follow the path of the shot. It 

sort of works, but it's not as satisfying as a system where, for example, 
the kick is semi-guided to ‘find’ an appropriate player in the direction 
of the ball. 
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John Barnes’ tournament option 
simulates the closing stages of the 
European Championships, from the 
quarter finals, with the eight top 
teams still in the running, to the 
grand finale. Up to eight people can 
play, with each competitor select- 
ing a team and the remainder being 
played by the computer. Of course, 
if all this knockout stuff isn't for 
you, you can simply elect to play a 
one-off game against a pal or the 
computer. 
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(Left) Even in the single arcade game 
mode, there's a slight tactical 
element where the player gets to 
select his team's formation prior to 
play. Strangely, the player is also 
asked to choose the formation that 
the computer team will use. 


FALL 


He may be able to cut the mustard for 
Liverpool and - to a lesser extent - England, 
but can he work his particular brand of 
Lucozade-booting magic for Krisalis too? 
That's the question on Gary Whitta’s 


mind... 


t's a funny old world. Take John 
PPeaines for instance. Ask anyone 

who knows the first thing about 
football (i.e. do not ask any man- 
agers), and they'll tell you that while 
John Barnes may be something of a 
hero on the turf at Anfield, constant 
injuries and hopeless hit-and-miss 
international performances mean 
that he’s almost universally regard- 
ed as the Norman Wisdom of the 
England squad. Why he seems so 
incapable of reproducing his spot- 
less Jeague form at international 
level is one of modern day soccer's 
great mysteries. 

But this hasn't stopped Krisalis, 
those masters of the licensed footy 


sim, basing their Barnesy licence 
around European competition and 
therefore placing the man himself 
in England kit - undoubtedly his 
least popular guise with the pun- 
ters. But hey! It’s 1992, the 
European Championships are just 
around the corner (as just about 
every software publisher with a soc- 
cer game knows only too well) and 
if the boy Barnes can still knock a 
Lucozade Sport can into a waste- 
paper bin from his bench in the 
dressing room (where he seems to 
be spending more and more time 
these days), who knows what the 
man's capable of achieving on a 
computer screen? 

















(Left) In a nutshell, what we've got here is very similar to 


Krisalis’ earlier Manchester United games - at least at first | 


glance. The size of the playing area has been reduced 
noticably, and as a result the action is much faster. The 
basic side-to-side eight-way scrolling feel remains pretty 
much the same, although there are some thoughtful 
additions - for example, the currently active player (that's 
always the one nearest the ball, to the uninitiated) is 
highlighted by an arrow indicating which way you're 
shooting, thus putting an end to own-goal misery. 


Rain, rain go away... not 
much chance of that on the 
sodden pitches of Europe. 
From time to time the heav- 
ons open, the sky darkens 
slightly and it buckets down, 
making play slightly trickier 
and more depressing. 
Fortunately these 
downpours don't last long, 
and the the clouds will be 
clearing before you know it. 


Good defenders will be able to relieve an attacking player of 
the ball by means of a gentle tackle from any direction - 
even directly behind him. More violently-minded players, 
however, will probably enjoy doing a hatchet job and bring- 
ing opponents down, although fouls very rarely go 
unnoticed and the ref has no qualms about awarding yellow 
and red cards for professional misconduct. 


If you're tackled right outside the oppo- 
nent's penalty area, it's time for a set- 
piece free kick. This is essentially an 
extention of the crosshair system where- 
by normal free kicks are taken, with an 
extra tactical element. Let us explain... 


FRAME ONE 

The defensive players form the tradi- 
tional wall. in this situation a direct 
shot is likely to be blocked, so a 
more complex tactic is called for. 
How about something like this? The 
attacking side first selects a player 
wing the mouse pointer. Once this is 
done, the player ‘draws’ the path for 
the player to run to take, as illustrat- 
ed by a straight line. Once this first 
waypoint is set, a second line is 
drawn from this point, indicating 
where he should shoot or pass the 
all to once he's received it. 


FRAME TWO 

With the first kick in place, the 
attacking side then selects another 
player te run and intercept the ball 
at the point where it's been passed. 
You're now in shooting position with 
no wall in the way, so the player is 
then instructed to shoot the ball 
straight into the far corner of the 
net. Magic! 


When the attacking side is happy 
with his tactics, it's over to the 
defending side who, having seen the 
attacking tactics, can issue similar 
instructions to his players in an 
attempt to thwart the goal attempt. 





FRAME FOUR 

Now it's back to the attacking side, 
who are given one last chance to 
make final refinements to their strat- 
egy before selecting a player to take 
the free kick. Simply draw the path 
of the kick to go to where the first 
player will be running to put the 
final piece of the jigsaw together, 
and away you ga! 
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Although it’s nice to be out of the 
rain on the Scottish moors, Castle 
Maclean doesn't offer too much in 
the way of a safe haven. This fire 
looks very inviting but every so often 
it explodes in a shower of deadly 
flames. So much for a warm 
welcome! 





Not everything is out to kill you under the sea. These friendly turtles will gladly let you ride on 
their back to those tricky out-of-reach platforms. The only trouble is your weight makes them 
slowly sink, so it's a good idea to keep jumping. 


= and ICE 
a ae ee 


David Upchurch discovers that Renegade's latest is no 
dog - it's a coyote! 


Or, to be more precise, a coyote’s. An evil 

wizard is using his dark powers to turn 
the whole world really, really nasty, and 
there's only one creature brave enough to 
stand up to him: Cool Coyote, the piano- 
playing star of this, the latest game from 
the, pedigree Graftgold stable on the 
Renegade label. 

Cool Coyote’s quest takes him from the 
icy northern wastes of his home through 
thirty levels of platform peril spread over 
seven different ‘worlds’, culminating in a 
face-off with the Wiz in his desert domain. 
To progress Cool Coyote has to find the six pieces $ of These tiny rain clouds crop up quite 
each level's door key which the wizard has broken up commonly in the earlier worlds. 
and scattered amongst his foul minions. And as you'd They're not there for decoration - 

aa ne ‘ : d they contain powerful snow bombs 
guess, they don't give up their precious fragments which, when wielded by Cool Coyote, 
without a fight. instantly freeze all the baddies on the 

Initially Cool Coyote’s only protection are his ice balls screen, allowing our hero to go round 
(don't laugh) which he can use to freeze and then roe, Eat csioat a 
smash the baddies. But the hotter it gets, the quicker cloud with ice balls. The cloud will 
the nasties thaw out and continue the chase, madder darken and rain will start to fall. Keep 
than Hell. (Well, wouldn't you be?) shooting and the rain will turn to 

Fire and Ice is another belter from Graftgold’s sw bombs. Now it's just a matter 
Andrew Braybrook, he of Uridium, Rainbow Islands and ities i eee ees 
Paradroid 90 fame: it’s good looking, highly playable 
and addictively tough. This is one game that definite- 
ly won't leave you cold! 


f-: a dog's life in platform games today. 








Being the big-hearted boy you are, part of your job is to try and rescue lost 
puppies. Once found, they behave like ‘multiples’; happily following you 
around, firing ice balls and smashing frozen baddies. Experienced players 
will discover that the puppies don’t jump around randomly and can be 
‘encouraged’ to do certain things. For example, firing rapidly will make the 
puppy run ahead of you. Since puppies are totally indestructible, they can 
then be used as ‘advance guards’. And remember, if you successfully get 
them to the level exit you're awarded a bonus life! 


...But don't take too long. After a 
while the wizard senses what you're 
up to and uses his malign influence 
to turn the snow cloud into a storm 
cloud, complete with deadly forks of 
lightning! 
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The Sonic Bark is one of the best 
power-ups. Hold down fire and 
Cool Coyote lets out a blood-cur- 
dling howl that freezes and shat- 
ters everything that hears it! 
Remember to make sure you're fac- 
ing the right way when you use it 
though - anything behind you 
escapes undamaged! 


Under the sea is the place to be... 
but not if you're a coyote. Glum- 
looking fish milling about and squid 
zooming hither and tither all spell 
death for our canny canine. Fortun- 
ately it's not all nasty. For example, 
beady-eyed clams provide handy 
' bouncing pads to get Cool 
Coyote up to the more pre- 
carious platforms. 
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Ah - a lickle puppy! With 
him in tow it's easy as pie 
to ice the penguins and col- 
lect another key part. Thaz 
ma boy! — 


Avalanche! Something big and hairy is 
jumping up and down at the top of the 
slope and causing no end of snow-related 
ieee 
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Sow look at all this - lots of luvly 
Sonus items giving points-aplenty! 


WORLDS APART... 
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Coyote discovers the 
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End-of-world baddy ahoy! This giant snowman is truly 

abominable, constantly lobbing ice pellets at you and able 
to withstand a bellytul of blows before freezing over. You 
can't just try and nip past him to the door, sadly - he's got 


' the last key part! 


Investigating fur- 
ther reveals some 
more moles - and 
the penultimate 
key part - and a 
hidden ice block. 
Blast it a few 
times for some 
juicy power-ups. 
(Note: There's a 
gate to a secret 
level around here 
somewhere. Can 
you find it?) 
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Spend too long 
faffing about in ~ 
the jungle and 
you risk getting 
caught in a par- 
ticularly nasty 
eruption from 
one of the 
distant 
volcanoes. Great 
gobbets of lava 
rain down that 
are, as you'd 
expect, lethal to 
the touch. You've 
either got to 
avoid them - 
impossible! - or 
find a ledge to 
shelter under. 


(Right) Flippin ‘eck! Look at 
the size of that thing! (And if 
you think that’s big, you 
ought to see its droppings.) 
How on Earth do you beat it? 
The trick is to run back and 
forth under Big Bird's claws 
as it hops around, taking 
pot-shots at it's tail and 
head. Eventually it'll fall to 
the ground in an explosion 
of ice shards... whereupon 
litthe Amazons hop out and 
take up the fight. Nasty! 


(Above) Inside Castle 
Maclean Cool Coyote has to 
endure a perilous trip across 
a vast moat of porridge, hop- 
ping from block to block. 
This wouldn't be so bad, but 
some of the blocks don't 
appear until you hit them 
and others slide up and 
down. Very ruff, indeed, 


(Above) Hidden ice blocks only reveal them- 
selves when they've been hit. And find them 
you must, because each is packed with 
oodles of juicy power-ups which pop out 
with every shot. But don’t go too mad - shoot 
them too much and they disappear for good, 
and often the blocks have to be used as step- 
ping stones to climb to freedom. 


Magic switches hidden in the 
floor cause icy bridges and 
ladders form out of thin air. 
Cool Coyote's got to be 
sharp in using them though, 
because they soon melt. And 
suffice to say, the hotter it 
gets, the quicker they disap- 
pear. 


(Right) My word, haven't you 
got big bones? These are just 
about the best bonuses a 
prairy dog could hope to 
come across - each one 
awards the player with a | ta 
whole brand-spanking-new (oes 
life. The trick to finding them | 
is to explore every nook and [LL % 
cranny of those distant, ‘. 
 tricky-to-get-to platforms - PP 
. if you're in luck a bone re 
| should literally fallout [9 


-: 


There are stacks of different power-ups, some 
lying on hard-to-reach platforms but most 
stuffed inside the hidden ice-blocks, The trick 
to find a power-up you like and then only try 
only collect its icons - the more you collect, 
the more powerful the weapon becomes. 
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As if you weren't already fairly salivat- 
ing at the thought of the arrival of 















Core’s forthcoming Jaguar XJ220 game, 
we're proud to announce the advent of 
a most excellent competition! 

To whet your appetite for the verita- 
ble feast of automotive exhilaration 
which will undoubtedly be delivered by 
the game we've got together with top 





fellas at Core to offer you the chance of 
| winning a rather splendid 
model of the XJ220 which 
really drives along and every- 
thing! 

And if you thought the 
two hundred thousand pound 
price tag attached to the real 
Jaguar XJ220 was a touch steep, you 
should see what they're charging for a 
model one! This isn't any old bit of 
pressed plastic with a Skalextric engine 
in it you know. Good Lord no! We're 
talking state of the art Japanese crafts- 
manship here. 

Quite whether you ever get around to 
racing up and down your front path 
with the model is uncertain, since it is 


) | | such a spanking and sexy piece of kit 

A REAL ww odel you'll probably want to treat it wish as 
much care as you would the real thing. 

= ; Nevertheless, it's got a fair old turn of 

JAG UAR xXJ2 20 speed and should you decide that the 
radio control needs a good airing, you'll 

be able to see of challenges from virtu- 

WoO rth over f > 00.000! ally anything else on four small wheels. 






WHAT YOU WIN THE QUESTIONS 
The winner of the competition will win: 1) Name the only other car game 
* A 1:10 scale Kyosho model of the Jaguar which Core have released. 





XJ220 complete with turbo charger. 
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* A state-of-the-art Futuba digital propor 2) When did Jaguar last win the Le Mans 
1 

1 

1 

1 

I 
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tional radio control system. 24hr? 
ee 3) Where in the UK are Core Design 
* A copy of Core’s most agreeable XJ220 based? 
game. y 
RULES 


HOW YOU ENTER 


Employees of EMAP, Jaguar, Core Design 
and their families are not eligible for entry. 
The competition closes on the May 21st. 


Answer the questions on the form at the 
bottom of the page, cut it out and send it 


0; The lucky person who's name is picked 

. XJ220 Competition from the boot of publisher Mike's very own 
The One real XJ220 will win the model. The Editor's 
30-32 Farringdon Lane be entered into. No alternative prize is 


London EC1R 3AU available. 
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Try it before you buy it! That’s what the Computer Shopper Show is 
all about. It’s the only exhibition that covers all you’ve ever wanted 
for your computer and more, so whether you’re into consoles, 
Amigas, STs or PCs, don’t miss it! 


As well as offering you the best deals around from major hardware 
and software suppliers, you can have a crazy time making your 
mind up what to buy.. 


the games arena a strole down Console and take advantage of FREE 
experience and be the first Alley and get the feel of technical and buying advice 
to put the very latest the latest consoles on the from Computer Shopper 
software to the test. games market. Magazine's team of experts 
and the 


Don't wait for the Zero hour before aris 
checking into the Games Zone, book °"* 
NOW and save yourself some cash! 


Ticket Hotline 


Sa ee Oe Oe ae ee eee ee SS 





[jl enclose a cheque made payable to Computer Shopper Show for £ 
BOOK NOW: Complete and return the following [] Please debit my ACCESS/VISA account 
coupon to: Spring Computer Shopper Show, Earls 
Court and Olympia Ltd, Earls Court Exhibition Pe EN el i eee at 
Centre, 
Warwick Road, London SW15 9TA. Expiry date pr 


| Spring Computer Shopper Show 
Spring Computer Shopper Show National Olympia - 
28-31 May, Olympia | 28-31 May, Hall, Pre-registration form 
Show opening times: 10am to 6pm each day ee 2. et ea ete ye} ein nd 
eed: ete eG eepes 
The show is taking place at Olympia Exhibition l 
Centre, Hammersmith Road, Kensington, London Ai = 
W14 and can be easily reached by TUBE: Olympia- =I PO "= Bey 
District line, Circle line, Picadilly line and l 
Metropolitan line. Or by BUS: No’s 9, 10, 27, 29, 91 | Please send me adult tickets @£4.50 and child tickets @£3.00 
l 
I 
I 





Signature 


| Which of the following are you interested in at the show? 
C] Amiga [] §T [_] Printers/Other Peripherals 
[] PC [_] Games Software (_] Other Software 
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LOTUS ESPRIT TURBO CHALLENGE 


GBH Gold £9.99 


o question about it - this has to 
\\E THE budget release of the 

month. Gremlin‘s first serious 
foray into the Amiga driving scene Is, 
for our money at least, still the best 
road racer anyplace anytime anywhere. 
Den't be put off by the seemingly 
heavy licence connotations - this is 
hard-rocking arcade racing, complete- 
ly free of pretension and brilliantly 
exhilarating and fun to play. 

The racing action takes place over 
nine increasingly tough courses arou- 
nd the world, with the screen split hor- 
izontally into two for twin-player head- 
to-head fun. A minor letdown is that 
there's no full-screen display for one- 
player mode (a problem rectified in the 
otherwise inferior Lotus 2), but since 
the game is faster, more playable and 
more fun than any other no matter 
what mode you play it in, it's not too 


= A a 


‘ 


ielgenrte betta. ore 


much of a problem. 

Instead of the conventional check- 
points and time limits, players must 
complete a series of laps and finish in 
the top ten in order to quality for the 
next round. Crashing into the white 
computer cars naturally slows you 
down, but there’s no damage factor - 
the only problem on that score is fuel, 
which on longer tracks must be topped 
up by pulling into the pits at the appro- 
priate point. And that's about it really 
- there's nothing more to it than that, 
and that’s part of what makes it such 
mindless, adrenalin-pumping fun. In 
one-player mode it's excellent, in two- 
player it's unbelievable. For a penny 
under a tenner, there is absolutely NO 
excuse not to buy this now. S50 don't 
even try to think of one. 


TINKY RATING: 94% 








Steptoe (the sort who likes to shine things up 
and sell them, and will actually pick up a 
penny from a slimy pavement) then this is the 
section for you! Now that budget and com- 


| pilation software is as firmly established as 
| full-price, you can afford to indulge in a new 


(or nearly new) slice of Amiga action nigh-on 
every week of the year! But even at these 
rock-bottom prices it can be all too easy to 
put your foot in it. So you need Gary Whitta 
(by consensus the most tight-fisted sod ever 
to walk the Earth) to tell you where to place 
your pennies. Take it away, Gaz! 


lam getting paid for this, right? | am? How 
much? Oh good. Then on with the show... 


MANCHESTER 
UNITED 
GBH Gold £9.99 


mmm... not a bad month for 
tinks, this. Not only are we 
treated to the best arcade driv- 


ing game going, but we also get one 
of the best side-on football games in 
the form of Krisalis’ original - and very 
smart - Manchester United game. 
Admittedly it’s not quite as good as the 
sequel Man U Europe, the differences 
are only likely to be noticed by the 
most discerning soccer fans - and at 
only a cockle, who's complaining? 

The on-pitch action is quite similar 
to Krisalis’ latest John Barnes European 
Football (reviewed in those outra- 
geously-expensive “full"-price pages 
this month) in that it's a side-on affair. 
When originally released it was a big 
chart hit, selling to the multitudes of 
people who just couldn't understand 
what the big Kick Off 2 fuss was all 
about. It's true that, brilliant though it 
is, Kick Off 2 is a bit of an acquired 
taste, and Manchester United cashed 
in on that deficiency nicely by offering 
calmer, more sedate footballing gear- 
ed towards more traditional tastes. 

A unique feature of Manchester 
United is that it successfully marries a 
full management section with the 
arcade action, and players can choose 
to play a straight management game, 
an arcade tournament, or the big 
bonanza with both elements com- 


bined. To date the management sec- 
tion is still more comprehensive than 
many others on the market, with full 
training, scouts, league and cup draws 
and all the other waffle, and the smart 
presentation makes it considerably 
more accessible too. The purists will 
probably thing that neither side is com- 
plex enough to justify purchase, but for 
everyone else you're unlikely to find a 
footballing experience as well-round- 
ed as this anywhere else. Triffic value. 


TINKY RATING: 86% 


HOVERSPRINT 
Codemasters £7.99 


ay! An original game, from 
those perennial purveyors of 
above average goods at below 


average prices for the discerning 
punter, Codemasters. Unfortunately, 
when it comes to the Mastering Code 
department, the programmers of this 
latest offering seem to be a bit lacking. 
Hoversprint is a futuristic 3D race game 
that's a bit like... well, it's sort of a 
poor man’s version of Stunt Car Racer 
and Race Drivin’ combined. Players 
take the controls of super-sleek road- 
going hovercraft-cum-car thingies and 
race them over a series of space-age 
tracks, presumably to appease the vio- 
lence-hungry masses in a world where 
crime and sex have been abolished. Or 
something. Anyway, the upshot is 
you're stuck inside this high-tech cock- 





pit with about a third of the screen 
given up to the actual 3D view. Given 
this, combined with some of the amaz- 
ng speed limits that 3D programmers 
have been breaking on the Amiga of 
ate, Hoversprint is actually surprising- 
y slow. It's not that it's tortuously snail- 
ike or anything, it’s just that when your 
speed says 800mph, you'd expect the 
car to look like it's doing more than 30. 
As itis it doesn’t, and the result is very 
underwhelming indeed. 

There are some nice touches, like all 
the presentation at the start when you 
select your ship and racetrack (alth- 
ough the music throughout this bit is 





fantastically annoying), and when you 
pull into the automated pits for a 
check-up. And in the unlikely event that 
you've got an R$232 lead and a mate 
who doesn’t mind dragging his Amiga 
all the way over to yours, you can have 
a two-player linkup game. But as for 
the game itself - let's just say that the 
claim of “total control” 3D racing on 
the back of the box is a bit of an over- 
statement. Don't do yourself a mischief 
= go get Stunt Car Racer or this month’s 
Lotus instead, 


TINKY RATING: 56% 


THE BITMAP BROTHERS 


VOLUME ONE 
Renegade £25.99 


WE Mf 090-000-000! Fancy! Who'd 
Wy: thought it, eh, that 
those style commandos, the 

KLF of the software industry, would 
ever come down to our level and 
release a compilation? Well, the reces- 
sion can hit everybody hard and what 
better way of making a few extra quid 
than to bung out your old games all 
together in a big box? No better way, 





that's what. Actually, that’s a bit of a 
cynical appraisal of the situation and of 
course the real reason why those nice 
Renegade people are doing this com- 
pilation is to bring the delights of The 
Bitmap Brothers to those poor unfor- 
tunate Amiga owners who didn't have 
the presence of mind to purchase them 
the first time round. 

All in all, it's a bit of a mixed bag. 
The games featured are Xenon, 
Cadaver and Speedball 2 - the latter 
game being by far the best of the lot. 
Xenon, which was the Bitmaps’ first 
ever game (originally released through 
Virgin) was, at the-time, THE bee's 
knees and by far the best 16-bit 
shoot'em-up anyone had ever seen, But 
seeing as the ST and Amiga games 
scene was still in nappies at the time, 
this wasn't much to shout about. 
Nevertheless, Xenon was tremendous- 
ly ahead of its time when it was 
released at the start of 1988 and sur- 
prisingly still holds its own to some 
extent four years later - even if it is 
spectacularly hard. With the likes of 
SWIV, Xenon 2 and this month's Project 
X all showing it up no end, it'd never 
make it in today’s full-price market, but 
it's a welcome addition to this compi- 
lation. 

Cadaver is, to my mind, the collec- 
tion's weakest link - but that's primar- 
ily because I'm a bit of a thicky and get 
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bored by all that puzzle-orientated 
stuff. But having admitted that, I'd still 
say that Cadaver is a tad too heavy for 
most tastes. It may look like an every- 
day arcade adventure, but the puzzles 
are HARD and only likely to be appre- 
ciated by the most committed and 
patient gamer. Considering it’s rubbing 
shoulders with such mindless mayhem 
as Xenon and Speedball 2, it seems 
rather out of place. 

Top of the bill is Speedball 2, and 
deservedly so as it's undoubtedly the 
Bros’s finest hour to date. It's bigger, 


FANTASYPAK 


BUNDLES 





beefier and utterly better than the orig- 
inal and, we believe, still the best 
future-sports game of any kind on the 
Amiga. It looks absolutely lovely, plays 
even better and is just... ooh, a big 
dreamy fudge sundae of a game. On its 
own it's a bargain. Add Menon for the 
nostalgia value, bung in Cadaver for 
those long winter nights and you've 
got a top-notch compilation. It's just a 
shame you've probably got all three 
games already. 


TINKY RATING: 84% 


Silmarils/Daze £19.99 


name of a game is deliberately mis- 

spelled in an attempt to sound hard 
and street and cool - and Fantasypak 
is no exception. That, coupled with the 
fact that all three games on the com- 
pilation are of French origin (| hate that 
really weird stuff) does, | have to say, 
leave me cold even before | look at the 
actual content. But ancient prejudices 
aside, what actually awaits you inside 
the black magic box? The gallic trio 
consists of Colorado, Crystals of 
Arborea and Boston Bomb Club, all 
three of which have appeared previ- 
ously on the Palace label. A pretty 
diverse collection to be sure - an adven- 
ture game, arcade game and puzzle 
game all in the same pack? It's a bit like 
a variety pack of cereal, where you get 
lots of different types, but there’s never 
enough in each box for a proper break- 
fast. This analogy is actually quite accu- 
rate, as none of the three qames are 
really that satisfying. 

Colorado is an odd little arcade 
adventure combined with some 


eee have my doubts when the 


strange sub-games that supposedly 
tells the tale of a prospector travelling 








across the wild west in search of an 
Indian goldmine. For the most part it's 
just a case of running left and right, 
fighting baddies, collecting objects and 
visiting shops, with a 3D ride-the- 
rapids canoeing section that gets you 
from place to place. If truth be told it's 
actually pretty poor - far too primitive 
and sluggish to really get the adrenalin 
going. 

RPG Crystals of Arborea is by far the 
“deepest” product of the lot, putting 
the player in charge of a six-man team, 
with the traditional differing abilities 
and stats, searching for four magical 
crystals through the forest land of 
Arborea. Make no mistake, it's heavy 
going, but exquisitely illustrated and 
presented, As such it’s one of the more 
accessible RPGs I've seen - a great deal 
more than most of the American 
efforts - even if you do need the 
patience of a saint to get into it. 

Finally there's Boston Bomb Club, a 
most bizarre puzzle-orientated thing 
that borrows elements from the likes 
of Pipe Mania and the classic 
Confuzion. Outrageous Ninteenth 
Century storyline aside, the idea is to 
guide a series of bombs across a giant 
Victorian contraption by adjusting the 
set-up (opening gates, turning wheels, 
etc) to divert their path. It's got the key 
element every good puzzle game 
should have - that old “minute to learn, 
lifetime to master" quality, but the 
infernal nature of some of the later lev- 
els makes for a challenge that, | sus- 
pect, might be a bit too much for Joe 
Average, considering that the rewards 
for completion aren't that great. Puzzle 
masters will get more than their fair 
share of kicks here, however, and as a 
result I'd say it's Boston Bomb Club 
that makes the compilation worthwhile 
on the whole. Coupled with Crystals of 
Arborea, it makes a nice cerebral dou- 
ble bill - Colorado is just a low-quali- 
ty supporting act that should be looked 
upon as a semi-bonus. Recommended 
to Tefal-heads. 


TINKY RATING: 69% 
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| The One is the only magazine you 
| need for a totally comprehensive 
window on the Amiga games scene. 


_ Each month we'll be bringing you 
is §6the hottest games read available, 
with the first reviews, exclusive 
Work In Progress features, 
entertaining articles and invaluable 
tips. 


And every issue of The One will also 
carry two cover-mounted disks 
crammed to the very gills with 
playable demos, complete games 
and exclusive custom-written 
interactive specials unavailable 
anywhere else. 

® Subscribing to The One guarantees 
delivery to your door of the next 12 
issues of Europe's essential Amiga 
games magazine. 

© By subscribing to The One you can 
be sure of priority access to the 
essential reviews, previews, features 
and news stories each month. 


care | @ Over your next 12 issues, we'll be 
working hard to deliver you the very 
best in cover mounted disks. 

® Subscribe to The One and be 
confident of receiving the ONLY 
authoritative guide to Amiga 
entertainment. 

















Choose from one of the following 
classic Core Design games: 


Wolfchild 
Chuck Rock 
Corporation 
Car-Vup 
Frenetic 
Torvak 
Warzone 
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WOLFCHILD 


Guide Saul, the powerful wolfchild, in 
his quest to seek revenge on the evil 
Chimera organisation - who have 
murdered his family and kidnapped his 
father. Change his form to that of a 
powerful psychic werewolf as you fight 
your way through five levels of action 
packed adventure. This games is totally 
addictive! 


CHUCK ROCK 


Help Chuck Rock in his quest to rescue 
the beautiful Ophelia from the clutches 
of his arch rival Gary Gritter. Kick, 
throw rocks and belly-butt your way 
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through a multitude of comical zones 
featuring 500 screens of exciting and 
addictive gameplay. 


CORPORATION 


Your role as a Zodiac agent is to 
infiltrate the sixteen-fioor 
headquarters of the Corporation and 


cell 
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locate and obtain an embryo from the eat, | 
building's foetal laboratory. Arm 4) 
yourself with special tools, avoid the 
internal alarm systems and multitude 
of security guards. A sinister adventure 
game set in a complete 3 dimensional 
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The year is 1999. World peace is being 
threatened by an unknown enemy 
force. you and your accomplice have 








environment. 
CAR-VUP 
cere is al we a pn 
through the defences and reach the 
distant edges of the mapped universe. 
Go further than any ship has dared 
venture before.... 
7 i 
‘1 4 1 poet been chosen to lead an allied attac 
i ‘ a “Me ad which will take you through eight 
jet . different scenarios. 
aa , : * 
eee 
> 4 Page 


As Arnie, you drive round all eight 
worlds featured within the game's 48 
levels attempting to turn Captain 
Grim's evil back into good. You must 
rescue your kidnapped friends, make all 
the worlds a better place again and 


SUBS GUARANTEE 

If you aren't completely satisfied with your 
subscription, you may cancel at any time and 
receive a prompt refund for all unmailed 
copies. 

? Your software choice is mailed separately to 
: your first magazine. Please allow 28 days for 
oF - delivery. 
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then go on to defeat Captain Grim at , 

i etl ee oii . TORVAK SUBS SUMMARY 

the exciting climax of the game. | i2issues United Kingdom £42.00 

Evil lingers all around .... a shadow of 12 issues Europe air mail £48.00 

despair has been cast over your i2issues Rest Of World air mail £75.00 

FREE Te NO ee your cme hla 12issues Rest Of World surface mail £45.00 

Is there life beyond the outermost _ Comp ees De Se eee vee Te 

edges of the universe? Join the levels to the final confrontation with We suggest that overseas readers pay by 


scouting team which is sent to break the evil necromancer. international Money Order. 


Bonet. not WW one taIRaUCIe TOE cleo? ee ee ite cree TT ener a irra mame 


ORDER FORM 
Please send to The One Subscriptions Dept, PO Box 500, Leicester, LE99 OAA (please make all cheques payable to EMAP images Ltd) 
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‘ * 
Address PEeTTTIceIiLetirediirt oti reiiireerti iret eer ret ttTTer tire iitrect iret itt erritetiiritiitotiteri iter rrr rtrrat i rt irrtii iri iro tire tree rrr rere rere LLL LLL 


oboe e Reo ones Prete rire riitro terror POU TPO UOC erirerirer retiree tio erie oreo Tor AUTRES TP RS See R SS HHS SHES S Post Code CREE DEE Seb ERR PE EREPE RE SEEREEEEE 
| would like a subscriptions for 12 issues to The One, please start my subscription from the ................c..00+ issue of The One (please enter month). 
| would like the following FREE game: 

Warzone _) source code: 0026G Frenetic LJ source code: 0027L 

Car-Vup _J source code: 0022P Corporation L] source code: 0025C 

Chuck Rock _) source code: 0024X Wolfchild J source code: 0023T 

Torvak | source code: 0028Q 

jl enclose a cheque/postal order (payable to EMAP Images Ltd) for E.........0..000.008 Please charge £.....0.0000 to my Access/VISA/Diners Club/AMEX 
Card Number “-~ FFE ee eRe ERD DE 8 SRO 8 PRE ES ESS SS ee ees Se es ee ee ee eee 
Expiry Date : Se ee RS ERE REE RS REED ERR EE REECE RE EER EEE BEE SESE EEE EE Geb k Fae 0 ee 0 8 EE 2 Ee OS es 8 ees ees ees ss eee 
Signature A ROSE 50 BENNO E SEE ESEE DEERE T ESE E EEE E EEE ORESEELESEELERONEGEELESe een Eee RSE GEESE EOE 28 0 ee ee OSG G FESR E REESE 
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A GOOD Di 


Yes indeed! The time has come. You've all been playing the WWF 

game on your Amigas and loving every minute of grappling excel- 

lence. But now comes the chance of a lifetime for all you apprentice 

Ultimate Warriors. Because here is your chance to win a fantastic 

Wrestlefest coin-op! ) 
Yes. We've been taunting and tempting you for what may very well 

seem like an eternity, but this very month, your time has come. 


$O WHAT'S THIS WWF 
BUSINESS THEN? 


Oh dear. You haven't been paying attention to 
current events, have you? The wonderfulness | 
that they call the World Wrestling Federation has 
brightened the lives of countless satellite TV 
viewers since it hit these shores a few years ago, 
and if you're missing out, well, you're missing 
out. 

With glamorous stars like Jake the Snake 
Roberts, Sgt Slaughter and Mr Perfect, and its 
truly awesome marketing and merchandising 
industry, WWF is a million light years away from 
those awful Sunday Grandstand bouts between 
The Golden Lad and Giant Nastyfellow. 

The heroes of WWF are more popular with the 
American public than both film and music stars, 
and the same wrestling fever is sweeping the UK 
like wildfire. 


AND WHAT, EXACTLY, IS A 
“WRESTLEFEST COIN-OP"? 


A Wrestlefest Coin-Op is the top-notch arcade 
machine assembled to give YOU the chance to 
take part in the very finest thrills and spills of 
WWF wrestling without the danger you would 
normally encounter if you were to step into the 
ring to face off against muscle-shredding geezers 
like Legion of Doom and The Bushwackers. In 
fact, there's a picture of the coin-op right here. 
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VERY NICE. WHAT DO! DO? 
Firstly, you ask the permission of whoever has 
the pleasure of paying the phone bill (See, RULES 
ETC...) if it's okay to enter. Then, you just dial the 
number at the bottom of the page and answer 
the questions asked by the man with the silky 
voice. If you get all of the questions correct, then 
you will be asked to leave your name, address 
and telephone number. If, when the competition 
closes, your name is picked out, then you will 
nave WON! 


RULES ETC... 
Calls are charged at 38p per minute cheap rate 
and 46p per minute at other times. No employ- 
ees of EMAP Images or their relatives are eligi- 
ole tor entry. The Editor's decision is final and 
=o correspondence will be entered into. Good 


uck ! 
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IFIRST FLOOR OFFICE, 16 LINDEN GARDENS, 
CHISWICK, LONDON W4 2EQ . | 
Telephone: 081-747 9344 EN e VESA 
Fax: 081-995 1325 — 
Hours of opening: Mon-Sat 10.00am - 6.00pm 
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Cute? Cute!? I'll give ‘em ‘cute’! If you harbour a pathological hatred of all 
things green-haired and suicidal then you'll simply love Lemmingoids. 


CREAM OF THE CROP 


h-ho, | so nearly wrote ‘Crap’ 
jthere. And that would've been 
untair because there are some 
real gems on offer this month. 
Best of the bunch is Lemmingoids 
G. E. Robins; 1Mb required). Yup, it's 
another Asteroids clone. Now | know 
you've had a bellyful of ‘em, but this 
one is far superior to the usual rub 
bish. As you may have guessed fram 
the cunning title it features blastable 
versions of Psygnosis's rascally 
rodents instead of boulders, with 
accompanying pilfered sound FX from 
Lemmings, Lotus 2, Smash TV and 
First Samurai. To cap it all off there's 


even a sampled end-of-game wad cry 
by Loadsamoney! (Who he?) 

And if you get tired of zapping the 
cutesy little so-and-sos you can load 
in a variety of other boulder stand-ins, 
like Jason Voorhees’ ice-hockey masks, 
Amigas and cigarette packets (to help 
you kick the habit). Even better the 
game actually plays really well to boot. 
Send off for it today! 

Committed fans of rock breaking 
might be interested in the rather 
excellent Obliteration (NBS, disk 
L509; IMb required), a novel 
Asteroids/Pang hybrid. You control a 
Turrican twin armed with a multi- 
directional laser who has to blast the 
meteors bouncing about the screen 
into smaller and smaller chunks until - 
you guessed it - they disappear. As 
you progress through the twenty lev- 
els various walls and platforms appear 
to make things that bit harder. 
Obliterator is slick to the max, and 
with a tew extra levels and touch more 
variety it could easily make the grade 
as a full-price release, 

On the same disk there’s another 
game called Mad Bomber 2 (there was 
a Mad Bomber 17), a rather sad little 
affair where you have to catch bombs 
falling from the top of the screen. It's 
as mindlessly addictive as trying to 
balance a spoon on your mose and 
about as rewarding. Still, you can't 
grumble for this price. Overall, good 
stuff and well worth your time. 


(Left) If you get 
bored of lasering 
Lemmings then 
there are a vari- 
ety of other 
items to take out 
your aggression 
on, even includ- 
ing the dear old 
Amiga. 


(Right) 
Obliteration - A 
truly ‘smashing’ 
mix of Asteroids 
and Pang. 
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You unlock this door with the key of imagi- 
nation. A door to another dimension of sight 
and of sound and of mind. Look! There's the 
signpost up ahead! Next stop: the PD Zone. 


: | | | 1 ] 











THE 
CLONE 
WARS 


here's never enough of that rare 
ammedity ‘originality’ to go 
around, so it’s no surprise to dis- 
cover that the PD circuit is awash with 
Dived copies of arcade or computer 
smashes. Unsurprisingly it's the sim- 
ple, easy-to-write games that are 
most frequently ripped off: there are 
enough Tetris variants doing the 
rounds to keep Nintendo’s legal 
department busy for years. 

This month two PD... um... ‘inter- 
pretations’ of Williams’ Smash TV 
have turned up, but frankly neither 
are likely to keep Ocean (who pro- 
duced the recent Amiga conversion) 
awake at night, sweating under the 
sheets 

Smash Telly (17 Bit Software, disk 
1650), which was obviously named in 
an amazing flourish of inspiration, | 
quite simply appalling: crap sprite 
stumble jerkily around a blandly 
drawn arena at the pace of doped 
snails, with only the obscene fascina- 
tion of finding out just how bad it all 
gets on the later levels saving the disk 
from immediate conscription to the 
Nether Regions of Floppy Hell. Never 
before have the limitations of the 
Shoot-'Em-Up Construction Kit been 
so cruelly exposed. 

The honestly-named Smash TV: 
The Rip-Off (NBS, disk G256; 1Mb 
required) is far more impressive. 
Graphically the game's a little rough 
around the edges but otherwise it's 
all there: the power ups, the land- 
mines, the chainsaw-wielding slayers, 
the Mr Shrapnels, the mobile gun tur- 
rets, the sampled speech, the sheer 
weight of numbers, the insane speed 

everything! And for my money, it's 
slightly more playable than Ocean's 
official conversion. The only fly in this 
otherwise appetising ointment is the 
game's severely short lifespan 
there's completed 
level. So enjoy it while it lasts, okay? 
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(Top and bottom) Smash T.V. - The 
Rip-Off is PD at its best. An excellent 
if short-lived dose of fast and furi- 
ous fun... 


(Above and above middle) ...Which is 
not something you can say about 
Smash Telly. Low-grade sprites wob- 
bling unconvincingly across drab- 
grey backdrops may be some sad 
case's cup of tea but it's not mine or, 
| suspect, yours. 


de 


Atic Atac. Yeeuch! These graphics 
would shame a Spectrum! 


“UT ? 
FUTURE? 
here was a certain frisson of 
excitement that ran through me 
when a disk called Atic Atac 
(NBS, disk PGO21) arrived. Remember 
this classic from the Spectrum era? It 
was just one in a long line of superbly 
playable hits created by the sorely- 
missed Ultimate Play The Game, 
whose skill at coding was surpassed 
only by its love of secrecy and enig- 
matic anonymity. The aim of Atic Atac 
was simple - scour a mysterious cas- 
tle full of ghosts and ghouls in search 
of the Key of ACG - but the playabili- 
ty was out-of-this-world. 
Unfortunately, anyone hoping to 
savour that ol’ Ultimate magic once 
again will be severely disappointed by 
this. It's primitive in the extreme, and 
features none of the graphic charm of 
the original - the player's character 
(who could be either a warrior, a wiz- 
ard or a thief in the original) is here 
reduced to a featureless blob and the 
monster sprites are crudely drawn and 
animated. Even worse, it plays terribly 
too. If you never saw the original 
please accept my word that it was far, 
far superior to this shambling effort. 
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a DEO Best Buys 


BUYER 


Thinking of buying a camera 
or camcorder? Don’t make 
costly mistakes. Read 
Buying Cameras first. 








@ Each month Buying Cameras tells you what 
to buy and how much to pay. It cuts through 

the jargon and gives easy to understand advice 
to help you make the right choice. 





@ Each month Buying Cameras features the 
world’s biggest buyers guide. It gives full 

details and prices of EVERY popular camera, 
camcorder and lens. 


@ BUYING CAMERAS MAGAZINE— 
IF YOU WANT OUR ADVICE, 
BUY IT! 
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|Multi-Manager game for 1 to 4 Players. Three levels of difficulty. 


Match highlights minute by minute, make substitutions or team changes at any time. Live 
Hinjuries, yellow/‘red cards and named goalscorers. 1MB version has extra Graphics, 
animations and realistic digitised sounds. (An option can tum this feature off) 


Full UK and European Cup itinerary. Includes FA, League, Zenith Data, Leyland Daf, 
European, Cup Winners and UEFA Cups. All cup match rules have been made as accurate 
as possible, Two Leg Ties, Extra Time, Away Goal Rule, Seeded Draws, Byes, etc 
All 4 league divisions with play-offs and league expulsion. 

Real initial, surname, leaque career records, height and age entered for all players as at J 
the start of the 91,92 Season. Five skill ratings per player, separate five for goalkeepers 
Plus 15 other special attributes like Captain, Super Subs & Mobility | 
A lively and realtime transfer market, with an approach facility, negotiate wages and 
contracts. Plus loans, free transfers and trainees. Unique and simple training system to | 
improve player skills 
High quality printer facilities to list all the vital information. Masses of historical statistics 
on past games, players and manager. Quick game data load and save 
All screens updated quickly and displayed in a pleasant format, which is easy to use and 
comfortable to read. Fully mouse operated. Printed instruction booklet with plenty ol 
diagrams, A separate Editor is available to change saved/‘initial details 
There are many, many other little things that make this game the most addictive and 
accurate interpretation of a Football Managers season. It would be impossible to list all the 
features in this advert but we assure you that this ts the best. We have thousands of satisfied 
customers from our previous edition of this are, Mary ane still playing it 18 months after 
purchase. See the order form below for details on how to order this incredible game 
Awailable for all Atari ST's and Amiga’s. PC version cx oming SOOM. 


05 


7c ae 


cL 


: OW? [Ss ey bey a PRs ‘et 4 [Dap FE 


An amazing graphical strategic simulator that’s fun for all the family. 0, 1 


or 2 players on keyboard, mouse or joystick. Pick your moves from the 
selection available and watch your animated warrior battle it out. Watch 
the energy bar indicators and plan your moves. 

PYou can edit your very own new wrestler or amend a wrestler already) 
created (16 are provided on the game to begin with). You can change any name, colour] 
of tights, linings, flesh tome and hair together with all the fighting skill values, weight etc 
Instructions are also provided which show you how to change the way any wrestler looks 
or you can create whole new ones. Amiga IMB RAM. Only £19 95 
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] Teme Frere Outside Office Hours a 
FAX (0702) 6 13747 








MAIL ORDERS 
All the programs detailed in this advert are only available through direct mail from ESP Software, | 
DAMIR sick ccreesvemevdinas 55 PMI NDIRS iccichios ten icatiebinss na cecbubedea tocar eoinivaiesse i 
OR Na ne nw enn wee Aa bee ahd aed ahs Pustcadé 44s eReader LiMo Sascaastanes saauaanes 
4 | have an ei computer, ple ces send me the following iterns:- | 
l Football Masters 512K l 
t | Football Masters IMB 
| | Football Masters Editor (Not 512K Amiga) j 
Masters (AMIGA IMB ONLY) 
] iad Arnicgy a 512K RAM Expansion 29.00 | 
iga 512K RAM Expansion + C _34.00 k 
| POSTAGE (Non UK add £1 ce nat BFPO} 1 OW) 
JE vouhove ave a cheque quarerted can! or ceeds card piesa: write is rarer on i) i 
revere of pour changes, doing tc will erure dispatch wathin 48 hours of pecespl 


| enclose a Cheque,Postal Order made payable to ESP SOFTWARE 
Cut out and post this form toophotocopies or written orders are acceptable) 


pest Sotnen (FO), 32a Southchurch Road, Southend-on-Sea, Essex S51 2 
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DIAL - A - TIP 


Cheats, os and Game Solutions 


CHEATS GALORE 
0891 101 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMESTIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 
SHADOW OF THE BEAST I AND II 
BARBARIAN II SOLUTION 
0891 442 022 
FIRST SAMURAI HELPLINE 
0891 445 926 
MAGIC POCKETS/RODLAND SOLUTION 
0891 445 928 
COMPUTER FUNLINE 
0891 445 799 
FOR INFORMATION ON ALL OUR 
HELPLINES 
0891 445 904 


ALL LINES UPDATED WEEKLY 


f you are under 18 year of age Sleore obtain parmsion of whoever pays the phone bil 
INFODIAL POBox 34 LS) 4TIN Cal changes Jép Per Min Cheap 46p Per Min Min Al Other Times 


‘DERBY DAY GIVEAWAY!" 


COMPUTE - A - RACE 
Limited Edition Special Offer 


To celebrate ‘Epsom Derby Month’, we at Handisoft are offering up to £5 off the Premier 
Horse - Racing Predictor - COMPUTE - A RACE +. Limited Edition Special Offer also 
includes Personalised copies of Master Disk (full name must ba included with onder), 

"DERBY MONTH’ OFFER PRICES" 
COMPUTE - A RACE+ (Executive) SAVE £5! NOW £14.99 
COMPUTE -A - RACE+ (Standard) SAVE £3! NOW £9.99 
‘Oiter Expires on June 30th, 1862 
‘UNRIVALLED ACCURACY & UNBEATABLE VALUE’ 
'_. EXCEPTIONAL VALUE is represented by COOL GROUND ai 40/1" 
(Compute - Race Summary of Gold Cup. Cool Ground won at 25/1. 
Features inclide: FLAT RACING INPUT, W.H. RACE INPUT, REVIEW RACE, BET 
SELECTOR, BET CALCULATOR, STATISTICS SCREENS, NOTEBOOK and On-Screen 
HELP information, (Amiga Only}. 


FROPRIETOR:- Jacquline Wright, P.O. Box $4, Southwest, Manchester MLS 4L5 (As advertised in ‘The 54 
Calls cost 36p per min at ‘cheap rate’ and 4p per min at other times CHEQUES/PO PAYABLE TO HANDISOFT. (Mail Order ONL). 


«3% DIVISION ONE 92 REV 


K@) DIVISION 
p = ONE 92 REV 1 


"(The Midnight Oil) treat soccer in the sophisticated way 
Americans treat their national games." -The Guardian 
THE GAME Everyone has their own ideas on whal makes a soccer team “tick”, Here is 
the opportunity bo put inte practice your own ideas. Operating from the English Ist 





and the 3 European trophies, And as players age, rebuild the team while holding off 
relegation 

SQUADS/TRANSFER MARKET In a 3 squad system (1st team squad, reserve squad 
and Your squdel), use the continous inake of youth players amd training Proraim bo 
create a squad whose skills reflect your ideas, Supplement these skills with carefully 
sclected transfer market acquisitions. As they age, veterans fade and youngsters develop, 
keep an eye on the changing skills of your team 


effect of the partecular team balance or skill combination on the outcome of the match, an 
subsequently a season of football, Suitable training can develop/enhance skills, 
WHATIS DIFFERENT ABOUT T 


amd check 1 O00 in accurately dimulated leapue/fcup football. Match mesalts are from a unaque socce 


HEAD COAC 


"When it comes to the 4th down Headcoach has 
it"."Headeoach", "TV Sports Football" head to head" 
(Pop Comp.) 





Division One 92 transfonms the soccer management game. Yoo can concentrate om the football, Experioen with players, formarions, teans styles. Build your dream squad 





Handiaett, 27 Hearsall Lane, Spon End, COVENTRY, CVS BHF 
#4 Hour DESPATCH 


ISION ONE 


MATCH/STATS Your judgement will be put 
tothe test in thes Lan cpene: 4 minute match) stats simulation 


againal accurmlely aimulated opposition, This 1s the j 
measure of Wir Dear and We MSE reliable aoarce of MIDNIGHT 
information. There are displays of: match flow, two 

teams, playerwith-the-ball, inpuries, discolor, 

subatinuions, in-match tactics, goal scorers, possession OIL 


TeHkdown and periormance assesument, 
REVISION ONE 
‘The best just got better! All updates that have been made 
to Division One 92 over the last six months. In addition 
the match screen has improved, opposition team info 
expunded, a European trancher market added andl a few 


division you must build a squad to challenge for the league tithe, the FA and League Cups [ore minor changes. An edit program and a 


customisation program hawe also been added. The 

manual has been expanded and the packaging wnproved. 
EDIT PROMS RAM. Edit the team and players that make | 
up Division One. Produce your own Division One, or 
Scottish League, British League, European League, 
Genin Spanish French lialian, etc, etc, Or even mike 


Up a league Of all the bere (ean YM We EWEr BoEN | ta ae / a | 
" ; Tan. —T j ; = ‘ i H =} 
SKILLS All players have a balance of § skills (no “skill levels") which you must develop CUSTOMISATION PROGRAM Customise the 45 | ( ihe! | A FF heya F i Je 
by experimenting with your team, Even more important will be your judgement about the "an starting squacl Use your own favournte players, oF autem Te 
e { 


; é 
d your local side. How about a8 aquad with Pele, = ale } il 
Beckenbawer, Best, Croyff, Maraconna ....7 | a cay 
HIS GAME? s ; 
Rare erie ieee ett ps 


rimaich, Every pass, tackle, shot etc. i determined by the players Stevenage SG? BRX 


invelved, Your choice of skills thus influences manch reauls. Mental arithmetic has boon dumped. Football knowledge is the name of the game 


Hewlcoach W3 has been described as “the best game | 
ever pul onto a computer". [tis the complete American | 
Football game, a multi season epic with the very best Pl ease Sup ply : 
strategic clements of the real thing. You will call the 
plays, devise the gameplans and develop the team, Hic Dlrevl 
Use the first season (2 pre-season games, 16 regular ve 
season games, and the play-offs) lo discover your 45 Amiga U U 
man squad of players. Then explojt the college draftto | | Amiga | Meg Ch O 
Improve the team and expand your game play to beat . 
the very best the NFL. can throw at you, Atari ST O O 

8 £19.95 £19.95 
ane will Sede ail aly ee last Crrrent owners: replacemenr disk £] 30) 
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It's sad what power does to some people. Just look 
at Jim the Editor. He's been used to bossing everyone 
around for so long now that he thinks he knows it all 
- the goon! Apart from the fact that it is painfully clear 
that he is (at best) only half as clever as he thinks, he 
no longer has any capacity for objective thought. And 
as for coming up with any new ideas - sheesh! 

Even though we agree with Jim that The One is prob- 
ably the smartest mag on the streets, we know that 
there are bound to be things in the magazine you don't 
like, or things missing that you need. We want to give 
you the best possible magazine for your money, but 
we can't do it alone. 

This form comes in two parts. The first is pretty 
straightforward and just helps us get a better impres- 
sion of what our readers are like. The second part is 
where you can tell us about your ideas for the maga- 
tine and show Jim that he doesn't know it all after 
all. There will be a thoroughly excellent prize for the 
best suggestions, and there's a very real possibility 
that we will kick Jim out of his seat of power for the 
day and let you have a go at running the mag. So get 
going! 
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QUESTIO 


PART ONE - 


1. Are you male [ — female T] 


i 
2. How many other people will 


look at this copy of The One? 
1 iH Z [| 
3 '- 4 i) 
5 a 5-10 ise! 
11-20 fl 20 or more | 


3. Which age group do you 


belong to? 
8-10 | 1 11-12 | | 
15-16 | 


13-14 [| | 
17-18 mi 19-21 Ea 
22-25 _] 26+ Fr 

=| 


4.How much time per week do 
you spend on your Amiga? 


Less than 2 hours | 
2-5 hours ie 

5°19 hours a 

Over 10 hours ] 


5.What do you spend the biggest 


part of your time on the Amiga 
doing? 


Playing games 


bel Ves 


Producing graphics 


Sound applications 
Business applications 


Education 


6.When you buy a game, which 
of the following influence your 


decision? 
Advertising | 


Friends recommendation | 


i a rr er 
| 
| 


The Questions 


a 


Seeing it on display 
in a shop 


Reviews et 


7.What peripherals do you own? 


External drive Po 
Ram expansion fi 
Modem a 
Printer [ 
Monitor iar 

Hard drive Ba 


8.Do you intend to buy a periph- 
eral in the next six months? 


Yes ret No sy 


If so please specify. 


9. How much do you spend per 
month on your Amiga? 


Less than £20 | ] 

i 

Between £20 and £30 Py 
£30 to £4 @ 

£40 to £60 | 

More than £60 = 


10.How much of the above do you 
spend on games? 


SN OLS 2-0 


11.Do you own any of the 
machines listed below? 


“® 








QUESTIONS 


11. Continued 


Amiga [] 
Megadrive B 
Master System @ 
Game Gear [ 
Game Boy & 


Nintendo Entertainment 


System 


Super NES [ 
Atari ST [] 


12.What other magazines do you 


regularly buy? 


Amiga Action [] 
Amiga Power [| 
Amiga Format 4 

Amiga Fun [] 


Amiga User International Fi 


Amiga Shopper [| 


Your Amiga F4 
CU Amiga » 
Zero idee 

Cc+VG 3] 


13.What do you think of this 
month's cover disks? 


Very good 
Okay : 
Rubbish T 


14,What would you like do see on 


the disks? 


SOS CSRS SEO 


640 FORE EE 


roe T TOOT TOOT T oe CCTer eerie re rere Te 


ERE FTC TT Te 


15. Score the content of this 
month's issue from 1 to 10 
(1= dire, 10= excellent) 


Disk Pages (8-11) te 


News (13-16) [ 
Letters(19) [] 


The Magnificent 
Seven (20-22) 


Work In Progress (29-35) re 


The Ultimate Amiga 
(37-39) 


Reviews(41-95) cy 


Killzone Pullout [| 


Budget & Bundles 
(101-102) 


a Competitions [— 


(998106) 


Public Domain 
(109-110) 


10 Most Wanted 
(116-117) 


Previews(119-120) fica] 
Games Listings (123-128) a 
16.Do you think there is not 
enough/too much/completely cor- 


rect amount of: 


® Reviews 


Net Enough B 
Too iiuch [| 
Correct Amount it 


@ Tips 


Not Enough cal 
Too Much [53 
Correct Amount ay 


® Competitions 


Not Enough 


Too Much [ _ 


Correct Amount | | 


® Previews 


Not Enough 


Too Much | 
Correct Amount Se 





PART TWO - Your Ideas 


| know this may strike you as really obvious but | think The One could be improved by doing the following... 


Sreeee OE OE FO TESS SES EE SE SPER SESE EERE RE 
Fee SO Ee ee PFEFFER ETRE PRESSES SEE EE eee 
SEEPS REESE EE Th SSS Se EEE ERTS ee eee 
PPPOE Prete eRe O06 600 FO ee PE EEE EE TRE SERRE STE EERE E REE EES EE 
BrP er renrte sere eree sees PPR SPSS SEE SESE eS $$0 66S SEE SGU Sh ESS FSGS ER RE one 
SP Pe sere eee eee ee PS RSP SSS S ESSE EE RE REET SESS SSDCSPREPRLPERE SER See PS FPR EERE SR Ree wonen 
Stra thtetbiseet eae POR SPSS EE EE SRE SS RSS SESS ESET ERECT EERE 
ee EE EE TSE ER SERS EERE EEE ee 
SSF OS PEE EE SESS SSR EERE CE ee POPP CPS CSPT ESET CRORE ee 
S5SGC SERRE EE Ee ee ee ee OFFS EEE ESD ESE SSE ee eee eee 
PeOPTIPCT OCCT eeeTCerCiorrre ree tre eerie iter PPS SEETHER ETP REPS EST SESE ESTEE 
Sites hee e PPR SEER SE ee ee EER EE EE eS SETS PHT SS SEER RE ERE ERC EE 
POBITIG: ...ccceceressecnneessensneneennenrananesnesenseaeeeneed Soec0ss0cnsentanenaetemenansnorennesaneeaesanes ¢e0ese pee eeeuaeauceceaeeuaeeaueesnneunenanersssensersneses 
PAPI GSS onsen nn dsite te statsnaeenaanscaaseeerenns adstettsesnasesitsiigutsasackwsuesocuetvedorers sctninsandenuveses0sneresapsbanstausncencaniubeneqiasiissncanee 
SEPP TPP Pe Pee ee ES 6600 OOS Ee EE eR ESE STR SESE ESE EEE ERE ee 
SRP Pe Ree RPE ee eee ee 66600 ESE EP TE ESR SSS E EES ESSE EE EE 
SP SPR Ree Ree Ree ee 26600 EE EE EE A TE PSS ESSE EE EE Ee 


Pull out the page and send it to: 


Questions, Questions... 


The One 


Emap Images Ltd 
Priory Court 

30-32 Farrindgon Lane 
London EC1R 3AU 

















WHO PUTS IT RIGHT? 
We do. The Advertising Standards Authority ensures 
advertisements mect with the strict Code of Advertising 


Practice. 


So if you question an advertiser, they have to 
answer lo us. 
to find oul more about the ASA, please write to 
Advertising Standards Authority. Dept. X, Brook House, | 
Torrington Place, London WCIE 7HN. 
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- Multi-player Combat Flight-Simulator 
30 opponents in simultaneous realtime 3D. 
r ide the US, On-Line brings you this 
At player simulation. ~ 


our modem and find out more. 
ect cost just 1.50 an hour plus VAT. 
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THE ALIEN 


ALIAS: Lobster Head. 


DISTINGUISHING FEATURES: Bears 
a marked resemblance to the title crea- 
ture from the Earth SF film Alien, albeit 
much, much bigger. Know this perp by 
the bizarre mutated head sprouting 
from its belly. 

WANTED FOR: 

Various war crimes against humanity 
during the infamous Bydo EmpireTer 
ran Alliance conflict. 


MODUS OPERANDI: 

Has two methods of attack. The most 
vicious is the violently thrashing tail, 
which has splashed many a young star 
pilot's body over the walls of the Bydo 
Empire's outer-defence tunnel. Less 
ferocious but equally deadly are the 
occasional swirling blasts of plasma 
from the stomach head. 


LAST SEEN: R-Type. 





ARREST PROCEDURE: 
Don't be fooled by the Alien's fear- 
some appearance; many unexperi- 
enced pilots get so flustered by the 
lashing tail that they crash trying to 
avoid it. Fly to the top of the tunnel 
out of the tail’s reach, hold down the 
laser trigger until at maximum power 
then pick a moment to swoop down 
and fire the bolt at the stomach head. 
Quickly pull back to avoid the mas- 
sive explosion that ensues! 





FEA T UR E 


ANTED! 





It is the belief of the Federal Bureau of Intergalactic Investigation (FBII) that there are some 
things the Public need not and should not know. Deep below FBII headquarters on the fourth moon 
of Retticuli IV, stored in lead-lined vaults and protected from intruders by laser shielding and 


plasma force fields, are files on the Galaxy's most evil villains. 

Until recently the information contained in the files was strictly classified Top Secret, describ- 
ing as they do crimes so hideous and so numerous that were details to be published the FBIl feared 
there would be Universe-wide panic. As an FBII chief once commented, “This lot are a sprite bunch 


of bar-stewards!" 


Only now, thanks to some top-level negotiations by The One, can certain details from those 
hitherto Confidential files be revealed. You'll be shocked, maybe even sickened, by what you read, 
but we firmly believe that YOU have the right to know. Please, if you are of a sensitive nature DO 
NOT READ ON. You have been warned. 






ALIAS: Puff the Tragic Dragon 


DISTINGUISHING FEATURES: Tradi 
tional reptilian-style fire breather; fat, 
green and scaly, Not to be confused 
with Clifford, star of the TY mouth- 
wash adverts. 

WANTED FOR: The abduction of Prin- 
cess Daphne, who was held hostage in 
Singe's castle against her will. Motives 
are unknown but believed to be a 
genetic urge, like salmon returning to 
their spawning grounds. 


MODUS OPERANDI: Extremely sloth 
ful, Singe rarely lunges at or chases 
after his foes, preferring instead to let 
his inferno-like belches do all the dirty 
work. Witnesses report seeing Singe 
instantly incinerate someone wearing 
an asbestos suit. 


LAST SEEN: Dragon's Lair. 





ARREST PROCEDURE: Singe's sleeps 
in his ornate treasury festooned with 
precariously-teetering stacks of gold. 
Make your way to the dozy dragon, 
taking care not to knock any of the 
stacks over. Should Singe awake, use 
the aforementioned stacks as shield 
against the dragon's breath. When 
Singe rears, throw a sharp object (FBII 
Agent Dirk the Daring, who has dealt 
with Singe in the past, recommends a 
sword) into his exposed soft under 
belly, 


eT a4 
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ALIAS: Sultana. 


DISTINGUISHING FEATURES: Mid 

dle-Eastern male, mid-fifties, 6ft Sin 
tall, grey-black hair, pronounced hook 
nose. Last seen sporting a goatee 
beard and moustache. Not to be con- 
fused with Mr Jaffa MeVitie, who cre- 
ated those little cakes with the smash- 
ing orangey bit in the middle and was 
awarded the Intergalactic Medal of 
Honour for Services to Confectionery 
last year. 


WANTED FOR: Usurping the Sultan 
of Persia throne and attempting to 





force the Sultan's daughter to marry 
him against her will. 


MODUS OPERANDI: Although osten- 
sibly charming Jaffar is pathologically 
sly and underhand and a firm sup 
porter of the ‘dagger in the back’ polit- 
ical strategy for gaining power. He's 
also highly proficient with the sabre. 


LAST SEEN: Prince of Persia. 


ARREST PROCEDURE: Unfortunate 
ly there’s no easy way to defeat Jaffar. 
To avoid the hordes of traitorous dogs 
guarding him you must to sneak into 
the palace's central chamber via the 
dungeons. Once Jaffar is located the 
only way to defeat him is in a straight 
face-to-face sword fight, so be sure 
that your fencing skills are up to it. 


ROBOT MONSTER 


ALIAS: Tin Ribs 


DISTINGUISHING FEATURES: With 
its big moist eyes and plump metal 
body the Robot Monster is deceptive- 
ly cute, But don't, whatever you do, be 
fooled - this is probably the meanest 
meany in this report. 

WANTED FOR: Aided and abetted the 


notorious Baron Von Blubba (FBII Ref 
BVB#231-689-A11EE) in the genetic 
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mutation of the indigenous lifeforms 

i the Rainbow Islands’ and the sys- 
tematic persecution of the aforemen- 
noned Islands’ inhabitants. 


MODUS OPERANDI: The Robot's 
body armour is fitted with tri-direc- 
tonal forward-firing photon torpedoes 
as standard. Unique to this Robot, 
however, is its ability to detach its arms 
and launch them at any assailants. 
“Note also that the body armour is elec- 
trified and fatal to the touch. 


,LAST SEEN: Rainbow Islands. 





ARREST PROCEDURE: FBI Tactical 


Weapons Division recommends the use 
of 5°9-gauge Rainbow Repeaters in 
dealing with this criminal. Never walk 
n front of the Robot. Stay behind it as 
t trundles back and forth, lobbing 
Rainbows into its exposed rear. Stay 
alert for sudden changes in the Robot's 
altitude and get ready to build or 
smash Rainbow bridges to avoid its 
approach. 
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ALIAS: (Don't call me) Scarface, 


DISTINGUISHING FEATURES: Euro- 
pean male, roughly forty years of age, 
6ft 2in tall, bald (scalp may be shaved), 
Seep scar extending from left cheek- 
sone over left eye to the forehead. Last 
een sporting a beard and a mous- 
tache. 
WANTED FOR: Opportunist and high- 
yillegal military occupation of the 
4zores following a major global catas 
vophe on Earth. Also believed to have 
anctioned the imprisonment and tor- 
wre of innocent civilians in direct con- 
wavention of the Intergalactic Council's 
“weaty on Sentient Species’ Rights. 
MODUS OPERANDI: Commander-in- 
wef of a vast military complex com- 
sing air, sea and land units. Con- 
cones the use of highly-questionable 





and sadistic practices by his troops to 
subjugate and control the populace of 
the occupied islands. 


LAST SEEN: Midwinter. 


ARREST PROCEDURE: FBI! Tactical 
Analysis Division report a possible 
major flaw in the General's defences. 
They calculate that a single soldier, fly- 
ing a hang glider and armed with a 
sniper's rifle, should be able to pene- 
trate the General's outer radar field 


undetected by flying along the moun- 
tain ridge near his HQ. From there it is 
should be possible to fly right in Mas- 
ter’s lair and assassinate the fiend face- 


to-face, 


GHOST PIRATE 
ie la 


ALIAS: Beardy Weirdy. 


DISTINGUISHING FEATURES: Bears 
all the hallmarks of a stereotypical 
pirate, albeit a highly decomposed one. 
Most easily recognisable feature is his 
‘living beard’, a eerie writhing mass of 
face fungus. 


WANTED FOR: Numerous acts of pira- 
cy in the vicinity of Melée Island and 
generally being rather smelly and 
unpleasant. His most dastardly deed of 
all was the kidnapping of Melée 
island's Governor, the beautiful Elaine 
Marley. 


MODUS OPERANDI: Leads an unearth- 
ly band of ghoulish brigands and 
ghostly cut-throats. 





LAST SEEN: The Secret Of Monkey 
Island. 





ARREST PROCEDURE: Magic is the 
only way to finally banish LeChuck 
from this earthly plane. You'll need to 
find some special voodoo root so that 
a voodoo priest can turn it into potent 
anti-ghost spray before tackling the 
ethereal do-badder. Failing this, it's 
rumoured that Grog, an honest sailor's 
favourite tipple, is highly effective 
against sea-faring ghosts... 





er ee 





ALIAS: Anthony Insect. 


DISTINGUISHING FEATURES: |denti- 
cal to the familiar pest so hated by 
families out for a Sunday picnic, but 
swollen to the size of a two-storey 
house by the adverse effects of cosmic 
radiation. 


WANTED FOR: Terrorising the desert 
town of Lizard Breath and being 
responsible for the gruesome deaths of 
many its backwater inhabitants and 
their cattle. 

MODUS OPERANDI: The creature's 
grotesquely oversized mandibles spell 


mutilation or even death for anyone 
unfortunate enough to get too close. 


LAST SEEN: It Came From The Desert. 








ARREST PROCEDURE: Far more pon- 
derous than its busy-body natural 
cousins, the mutant ant has the 


strange habit of slowly ‘circling’ its prey | 


before attacking. If armed, take this 
opportunity to try and shoot at its 
antennae - ants rely on these sensitive 
parts of their anatomy for tracking 
their prey, and these Big Daddy incar- 
nations are no different. If you manage 
to shoot both antennae off, the ant 
should back away, giving you valuable 
time to escape. As for actually killing 


the beasts, nothing less than.a grenade | 


is recommended. 


re 


JOHNNY 
FOREIGNER 


ALIAS: Kin Bustard 


DISTINGUISHING FEATURES: Mid- 
dle-Eastern male, early thirties, 5ft 9in 
tall, black hair. Last seen sporting a 





thick bushy beard and moustache. Has 
a particular fondness for dark sun- 
glasses. 

WANTED FOR: Holding the pilot of 
Pan-US jet hostage and using him asa 
human shield during the 1990 Kalubya 
Airport Siege. 

MODUS OPERANDI: Chief member 
of the notorious Arab Freedom Group, 
believed responsible for a string of 
sadistic murder of literally hundreds of 
innocent civilians over the last twelve 
years. 


LAST SEEN: Operation Thunderbolt. 
| 
= 





ARREST PROCEDURE: WARNING - 


This criminal is not to be approached 
unless you are specially trained in Anti- 
Terrorist Tactics. The aim of the exer- 
cise is to eliminate the terrorist with 
out killing the pilot he's using as a 
shield. (The pilot is essential for the 
safe delivery of hostages out of 
Kalubya.) Try to aim your Uzi just in 
front of the villain’s path as he moves 
rapidly from left to right and vice versa 

he should end up literally walking 
into your fire. Never use rocket bombs 
as they will kill the pilot instantly. 








-- ind if you ever face one of these 
s0-and-sos, remember the FBI 
motto: “Shoot first, don't even 
bother thinking up questions." 
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es indeed! Every month from now on in the 
Previews, we ll be throwing The One's par- 
ticularly Bright and piercing spotlight on a 
publisher to give you exclusive first looks at 
what they Ve got heading your way in the 
coming months. And what better place to 
start off than Rotherham-based Krisalis, the 
home of such favourites as the Manchester 
United games, Hill Street Blues and this 
month's John Barnes. They may not be the 
most long-established name in the business, 
but their ‘92 line-up is definitely of first- 
division status - as one look at this smart [it- 
tle quartet should confirm... 
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nN: content with having produced three licensed soccer games already, 
the Krisalis Krew are currently putting the finishing touches to their 
latest tie-in triumph. But while the Man Utd and Barnesy games were strict- 
ly action affairs, the game based around the England Boss is, logically 
enough, a purely tactical, management-based game. 

Despite there already being two similar games out there (in the form of 
US Gold's The Manager and Domark's Championship Manager), Krisalis 
are confident that this one, nearly two years in the making, will have no 
trouble wiping the floor with them. It is, they claim, THE ultimate serious 
soccer simulation, featuring no less than 3000 players, with names and 
characteristics based on the real stars and more complexity than you'd 
ever dare dream. 


Previews 


EKRISAL.IS SPEICIAL.§ 














Detailed training, scout- 
ing reports, transfer 
markets, injuries, sus- 
pensions... more or less 
all the usual guff you'd 
expect, but presented 
with just that little extra 
depth. How does over 
600K of pure soccer 
data, as provided by the 
F.A. themselves grab 
you?. There's a complete 
(non-interactive) section 
where you watch your team perform on the pitch and the ultimate aim 
is, from your lowly starting point as Manager of a fourth division club, to 
make it as Manager of England. Fancy your chances? It's out next month... 


Man you believe it? 
These guys have got 
football on the brain! 
Even when they‘re pro- 
ducing a completely dif- 
ferent kind of game they 
can't leave it alone. 
Football Kid is Krisalis’ 
attempt to prove that 
you don't need a 
Megadrive to play games 
as fast and smooth as 
Sonic The Hedgehog. As 
a result, the game bears a striking resemblance to Sega’s console classic; 
it’s just as cute and, surprisingly, every bit as fast - but with a unique twist. 
While other platform heroes are content to battle their enemies with 
laser bolts and bits of rock, Football Kid gets it sorted with the aid of... 
you guessed it. The story goes that the soccer-crazy 10-year old must bat- 
tle his way through six lands - including England and Brazil - in order to 
reach the World Cup Finals in America. The innovative storyline twist allows 
for a few clever gameplay touches as well - the play can lob, chip and boot 
the ball in a number of different ways, to create smart monster-bashing 
effects. 
Currently being put together by veteran programmer Pete Harrap, 
Football Kid is still in the early stages of development and due for release 
towards the end of the year. Worth keeping an eye on, this one... 
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S.A.S. 


here's still no official title for this one as yet, but the current working 

tithe makes it obvious that the game's based around the exploits of 
the legendary Special Air Service. When they're not eating rusty nails and 
their own faeces for breakfast, these elite commandoes are usually to be 
found rescuing hostages from some god-forsaken corner of the planet - 
and that's exactly what you get to do in this innovative RPG. 

it’s along the same lines as Krisalis earlier role-playing hit Laser Squad, 
but a lot better to look at and with a lot more to do. Your team of crack 
balaclava-wearers get to storm foreign embassies, jungle hideouts and even 
hijacked airliners - all presented in Shadowlands-style isometric 3D. The 
emphasis is a lot more on strategy than action - the player controls the team 
members indirectly by issuing them commands from a comprehensive icon 
bank - but there's still plenty of killing to be done, with a wide variety of 
Weapons and tactics available. 

There's litthe chance of an official 5.4.5. licence, and with the growing 
European market it's likely that the title and theme of the game will take 
on a more general ‘Special Forces’ sort of thing. The release is planned for 
Autumn. 
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VIKINGS: FIELDS OF CONFLICT 


newly-signed deal between Krisalis and American publisher DigiTek 

will soon be bringing a whole new vista of software to these shores 
from the good old U.S. of A. - the first of which is this epic strategy effort 
in the Defender of the Crown mould set in and around medieval Britain. 
Players take on the roles of greedy land barons who must plan and 
slaughter their way to power, battling peasants, the elements and Viking 
marauders in order to take over the entire country. The strategy is a com- 
bination of battle tactics and more passive pursuits, like farming, produc- 
tion and taxation. You get to build boats and chop down trees, but there 
aré no arcade sequences to speak of - it’s a bit more like Realms than 
Defender in that sense. The finishing touches are being applied as we speak, 
and the finished article is due in the shops within the next few months. 
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Previews 


rystal balls? A load of old cobblers. Tarot 


Cards? Superstitious mumbo-jumbo. 
‘Horoscopes? Pah! No, the only way you can 
‘accurately predict what software will be 


heading your way over the next couple of 
months is via The One's live and exclusive 


_ Previews section. The first screenshots, the 


facts that matter... it’s all here as every 
month we report a handful of the best of 
what the software industry will be offering 
YOU in the not-too-distant future. And with 
the traditional Autumn boom just around 
the corner, you need us now more than ever. 


Need we say more? 





EURO FOOTBALL CHAMP 
(Domark) 


dds Bodkins Mrs 

Meaker, the software 
biz really is going football 
crazy this Spring, is it not? By 
the time this one hits the 
streets, there will be some- 
thing like NINE soccer games 
on the market, all of them 
attempting to ride the wave 
pf publicity generated by 
forthcoming European 








Championships. 

And though Domark's 
tupenny-worth undoubted 
ly has a continental theme, 
the Doms can't really be 
accused of trying to cash in 
on the tournament as the 
game's converted from a 
Taito coin-op and the 
licence was signed nigh-on a 
year ago. The game's about 
as arcadey as football games 
get, with no stuffy league or management pretensions. There's a basic 
knockout tournament, but apart from that it’s down and dirty, no-holds- 
barred action all the way. 

You don't need telling that the game is viewed side-on Manchester Utd 
style, although the general gameplay and control is far simpler than most, 
due to its coin-op origins. The game's also got a bit of a violent streak, with 
everything from normal fouls to karate-style leaping kicks and punches 
used to dispossess the opposition - you can even attack the goalside cam 
eramen! Currently having the finishing touches being put to it by conver- 
tors Teque, Euro Football Champ is set for release next month. 





ZOOL (Gremlin) 

§ the Sega ad in the latest Viz goes: “What's blue and *£5% &! all over 

everything?" Who else but Sonic the Hedgehog, platform star extraor- 
dinaire and the console phenomenon on the year. Krisalis is already 
attempting to cash in by emulating the supersonic style of gameplay with 
its Football Kid (back a page) and now here's Gremlin’s effort. 

The Sheffield-based company makes no bones about the fact that Zool 

- subtitled Ninja from the Nth Dimension - is inspired, at least in part, by 
Sega's spiky-haired hero. It's a high-speed multi-way scrolling platform epic 
played out over the 18 themed levels of Sweet World, Tool World and Music 
World, 


Zool’s promising to be a 
very odd game (Gremlin’s 
calling it its most unusual 
yet, which is quite a claim 
after the surreal 
Harlequin), with the player 
cast in the role of a ninja 
ant (!) capable of such ath- 
letic manoeuvres as climb- 
ing up walls, hanging from 
ropes and - get this - spin- 
ning, ina manner not a million miles away from Sonic. 

Like the excellent 
Harlequin, Zool is big with 
a capital B, although the 
action is much, much faster 
and more simplistic in a 
console sort of way - well, 
you get the general idea. 
It’s due out sometime next 
month, and you will of 
course be treated to a full 
review next issue. Just 
don't ask us what the title's 
supposed to mean. " 
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“AMIG 


It's FREE! £100 Worth Of Software 
with the May Edition of CU Amiga. 


100 


It's true, as well as providing the ultimate 
peripheral coverage, NRT yg eRe etek Les 
eee oa some a Ce CMe TLL 
games coverage, CU Amiga is GIVING AWAY 
SCULPT 4D JUNIOR! 

Worth over £100 it's the ideal programme for 
TMM OLS 


eae eect ome) Omics 

and animation package 
e It's fast 
easel pam el 
¢ and it's free!! 
SECOND DISC CONTAINING 
ADDAMS FAMILY DEMO 
Make sure you get your £100 CU Amiga package 
for only £3.95. Available 25th April from all good 


newsagents. 
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GAMES 
NDEX 


And now - the moment you've all been waiting for! Over the 
page you will find the Games Index. It’s here you can find all 
the important information about games previously reviewed in 
the magazine. So even if you commit the worst sin imaginable 
by missing an issue, you can find out which games were 
reviewed in it and keep abreast of developments on the Amiga 
Games scene. 





Now, we make no apologies for the fact that the Index looks 
like the most concentrated dose of information imaginable. It's 
not supposed to be read like the rest of the magazine. It's for 
you to get an instant feel of the quality of all aspects of any 
game you'd care to examine. 


You'll notice that there's a big space where the Issue Tipped 
information is supposed to live. Alas, owing to things beyond 
our control (ie the fact that there are only 24 hours in a day) it 
isn’t possible to bring you that info this month. But rest assured 
- next time it will all be in there and functioning 100%. And 
anyway, our tips pullout should keep you quite happy on that 
front in the meantime. 


And there's even a competition at the end of the Index to see 
if you've been paying attention. © 
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GAMES INDEX COMPETITION 


Glamorous and exciting software prizes are available for 
readers lucky enough to be among the first five out of the hat 
with the answers to the following Games Index questions. All 
you have to do is send your answers to: Yes, | use The Games 
Index Compo, The One, Priory Ct, 30-32 Farringdon Lane, London 


EC1R 3AU. Compo closes May 21st. 





1) Which games receive 72% sound ratings? 


2) What is the highest Overall score in the 
Index this month? 


3) What is our biggest gripe with Rise of the 
Dragon? 
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| NEXT 
MONTH 


Int. Office. Daytime. Jim and David and Gary and Jim are coming to the end of the issue. 











JIM: (Pleased with himself, but not surprised) And.... there. That's the next month page written, 
Other Jim. It'll send it onto your excellent state-of-the-art technology computer. 


OTHER JIM: (In admiration) Thanks, Jim. And - oh! ten minutes early, | see! You know. You're 
easily the best Editor I've ever worked for. 


DAVID: That's right. | don't know what we'd do without you. Thanks to your planning skills 
we've been able to go home on time every day this month. 


JIM: (Shuffling a pack of cards one-handed and flicking peanuts into his mouth at arms length) 
Aw, shucks. 


GARY: Yes, hooray for Jim. For without his depthy knowledge of the industry, we would be 
floundering. | certainly wouldn't be able to write the News pages without his invaluable ear-to- 
the-ground knowledge. 


JIM: Anyway, guys. I've got some great plans for the next issue. Do you want to hear them? 


ALL: (In awe) - Yes, oh Great God of All that is Good in Publishing. Please tell us. We are but 
mindless fools basking in the reflected glory of your genius. 


JIM: Well, we can't have just anybody knowing what's going on. So gather round and I'll 
whisper. 


(All huddle round and JIM reveals his mighty ideas) 


GARY: By the Gods! That's the most revolutionary plan I've ever heard! Those ideas are by far 
the best any demi-god could have come up with. Let alone mere mortals like the rest of us. 


JIM: Well, you know. 
ALL: Right - let's get on with it... 
(Much activity) 





June Issue - On the streets 21st May 
It will be quite good, we think. 
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A brand new animation system combines with 
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struck by lightning and he was teleported to another rca eo ee CU OR ORO LLa 
civilisation, a strange world nothing like earth, where he must ° aT lier a real sense of player interaction. 
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« Designed and programmed by the designer of the best selling 
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animation technique, featuring fluid, flowing animation of 
characters and objects. 
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